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SUPER NINMOU 










Calling all Super NES 
Meuse owners. May we 
draw your attention to 
the following article: 
Mario and Wario. Said 
article features heavy 
use of aforementioned 
Mouse. Note. May also 
be of passing interest to 
those without Mouse. 

I thank you. 






































ISSUE 14 
NOV 1993 


All you whingeing Game 
Boy owners out there. Yes 
you! Stop that moaning and 
pay attention. This month we 
have for your visual delectation 
the following. Reviews of Goal and 
Lamborghini AC. Whilst we are 
able to proffer previews of The 
Fidgetts and Out To Lunch. Now 
blow your noses and shaddap! 


068553 




Hey, I tell you it's all happening 
around here at the moment. 
Software houses are so keen to be 
seen in NMS that they're actually 
killing each other to get stuff in! 
Senseless killings aside, the result 
for you, stout reader, is that we've 
been snowed under with 
stuff. There's Cool Spot, 
Flashback. I could go on 
all night. I could. Honest! 
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COMPETITION RULES 

EMAP Images employees and their immediate family aren't 
allowed to enter any competitions. The Editor's decision is 
final and there will be no cash alternative to the prize on 
offer. Listen Dwayne, don't be so upset. Frankly, we don t care 
whether you exist or not. It's only a joke, you know? 

FINAL BIT 

Dear Gary, I've left this blank so that someone funny can sup¬ 
ply some suitably hilarious prose designed to leave anyone 
bored enough to be reading it with that glowing and wanted 
feeling. Four lines should be enough. Tim. 



CEB GETS TOUGH! 


Hello and welcome etc. This 
month we're proposing an 
important change to NMS, 
and it's vital that you know 
exactly what's going on. In 
short: we're going to get a lit¬ 
tle tougher on games. 


"What?" I hear you cry. "Why 
should NMS want to change the 
best and most stringent Reviews 
system in the known world?" It's 
simple. In our view, the quality of 
Nintendo games has increased 
so highly that many of them are 
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96-10C 

tk NMS Platinum. The highest award known to man. No Nintendo 
P game has yet been written which can aspire to these heights. 



NMS Gold. The best of the best, creme de la creme. These are 
the games you absolutely HAVE to buy in order to do justice to 
your system and hold your head up high. 

ANY GAME SCORING ABOVE 90 PER CENT IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE 
NMS-RECOMMENDED AND ABSOLUTE MUST BUYS. 


86-90 

NMS Silver. A very high accolade. These are the games you 
must buy if you're a fan of the type, and they're well worth a 
serious look even if you're not. 

80 

-85 

Damned solid. An almost excellent game let down by just a few 
points, but well worthy of your attention. 

70-79 

A good game which may appeal to some players or have 
redeeming features to lift it from the doldrums of mediocrity. 

60 

-69 

Distinctly mediocre. Not bad, but not exactly good - with serious 
reservations as to overall quality. 

50 

-59 

Hmm. The corners are starting to roll up on these games. 

Serious flaws in gameplay or Instability are enough to relegate 
titles to this position. 

40-49 

Oh dear. Something's obviously terribly wrong. This is not a 
game you should buy unless you have no sense. 



GAMES SCORING BELOW FORTY PER CENT ARE IMMEDIATELY 
AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK IN BADNESS 
30-39: Aaargh! This game is crap! It's so bad you should vol¬ 
unteer for National Service rather than play it! It might even be 
so bad it's almost good - for sheer comedy value. 


20-29 

Aaaaaargh! This game is so bad it's probably an offence to 
play it in public. The game may have one or two sadly redeem¬ 
ing features, but probably not. 

0-19 

0-19: Oh come on, there's nothing bad enough to score this 
low - is there? Any game relegated here is actually less fun 
than staring at the wall for six hours on end. Two years in an 
isolation cube is infinitely preferable to ten minutes spent with 
this shambolic pile of utter cack. Buy this? We'd die first... 


currently being marked too high¬ 
ly by the magazines. Therefore, 
we reckon it's time somebody 
did something sensible before 
the situation gets entirely out of 
hand. Seeing as NMS is the 
biggest selling Nintendo mag, it 
might as well be us. There are a 
million and one examples, but 
for the sake of sanity we're 
going to focus on the most obvi¬ 
ous: the very best games are 
now getting sky-high marks. We 
gave Streetfighter 97 per cent 
and Mario All-Stars 96 per cent. 
In fact, one magazine awarded 
All-Stars 99 per cent. 

All-Stars is indeed one of the 
finest games you'll find on your 
Super NES, but 99 per cent 
hardly leaves much room for 
improvement. If NMS were to 
dish out 99 per cent - and we 
came close at 97 for Turbo - 
what would we do when the next 
game came along and proved 
even better? 1OO per cent? 101? 
Of course not. Regularly handing 
out marks in the high nineties is 
effectively claiming that nothing 
more can be achieved on the 
16-bit format - and we don't 
believe that at all. 

As ratings get higher and higher 
the only people who lose out are 
the readers, left without a clue 
how good a game really is. 

Don't get me wrong, within the 
existing framework each and 


Me VITTIE TAKES 
THE BISCUIT! 

Just a quickie to inform you of an important 
change at NMS - we've got a new Dep Ed 
and his name is Andy McVittie. Now some of 
you may already know Andy, seeing as how 
he's been NMS Production Editor since Issue 
One and his face appears in every single 
issue and that. Congratulations to Andy, and 
it's him you should bother if you've got 
some annoying complaint or deeply person¬ 
al financial crisis etc etc. 
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^B "I went to this steak house once where they had this sign 
■ boasting they could satisfy the biggest appetite. I went in, sqf 
^B down and stuffed myself stu- 
pid on dead cow until I 
could hardly breatta^-^^BH 
let alone move. When W* | ^ 

the b^ilkflme it was so a \ 

big that I almost relieved § - ~ V 

myself of the whole lot onttT^X B ^«tfr ■ jM 

heir fine feather seats, and it took % a 

me about six months to recover from the V M 

CURRENT FAVE GAMES:SUPER STREETFIGHT- 
ER, SUPER STREETFIGHTER, CHESS ON THE MAC 


Gary's hectic professional and social schedule does I If 
not provide tir|e for the actual intake of rood. \ " 

Instead he consumes cleverly concoct^ocktails of \ 

embalming fluids cunningly disguised as milk shakes, 

directly fed into his bloodstream via a discreetly posi- 

tioned intestinal tu^Q. An empty bottle attached to another 

tube acts as o receptacle for his waste products, and when that one's fuJJ 

swaps the bottles round for optimum efficiency. 

CURRENT FAVE GAMES:SUPER STREETFIGHTI^^il^^^ 
ON THE MAC M 


every one of our previous 
Review scores was entirely cor¬ 
rect. But by raising the bar on 
standards we're creating more 
room at the top, a bigger area 
for games developers to aspire 


Rad's insubstantial frame belies his 


"I onc^ate a Big Mac, 12 cheeseburgers and a 

large fries in one sitting - just to prove it 

could be done. Well, the bet was only to W ft 

eat a dozen cheeseburgers without throw- a ,|K ; \ 

ing up, but I'd eaten the Mac and fries by f 

then - and I'd had fish and chips for lunch I 

as well. I thought my stomach was going % 

to explode and spent the entire afternoon & ffw 

flat out on my bed, unable to move. I'm sur§ ^BB jFs 

I could have eaten more, butitwgs^hesauce 

that finished me." W 

CURRENT FAVE GAME$:SUPER STREETFIGHTER, SUPER BOMBERMAN, SKYBLAZ- 

ER, |6tlRNAMENT FIGHTER, CHESS ON THE MAC 

ANDYMCVI1JE 

"When I turned 21 my mates decided to 

treat me to a slap-up celebration meal in W 2? 

the local Pizza Hut. The idea was to eat a Bp 1 

our way through the menu, and I got as f M 

far as the Cheese Feast when I broke outf 

in this uncontrollable sweat and^ouldn't % Vi J 

continue. (Quick PizzaftoTtip: go for the W 

Salad Bar and use lettuce leafs and cucum- ^F 

ber to widen the girth ofyour bowl. Once 
you've got to the top of that lot you can use the 

onion rings to balance a bit mj&wcVjiih a little skill you can stack up a good ten 
inches of grub on those tiny bowls...0K kids?)" 

CURRENT FAVE GAMES:PLOK, TURBO, GOEMAN 


Anyway, each and every issue 
we'll be running the information 
box you see next to this 
Editorial. It spells out precisely 
what every rating means, and 
should be used as your yardstick 
when deciding what to buy. It's 
a fairly minor tweak to our exist¬ 
ing ratings structure, but a very 
important one. Right now I 
know this sounds all controver¬ 
sial and that, but we've thought 
long and hard about the change 
and decided it's for the best. 
Hopefully it will be just a matter 
of time before everybody else 
follows suit and ratings like 99 
per cent are a thing of the past. 


Here it is - the result you've all been waiting for: the 
winner of the NMS Streetfighter Turbo arcade machine 
worth more than TWO THOUSAND QUID! Without fur¬ 
ther ado, let's put you all out of your misery and 
announce the name of the winner, who is none other 
than, oh where did I put that entry? I dunno, here I was 
about to announce his name and him all excited and 
that and I've gone and lost the thing. Oh, here it is. Yes 
indeed, without further ado, because further ado would 
just not, um, do, the winner is none other than: DARYL 
FINN from Glenfield, Leics! Now, as Daryl picks himself 
up and runs down the stairs screaming "Mum! Mum!" 
our commiserations to the squillions who entered and 
didn't win, but you can always go round Daryl's house 
and beg a free game from the spawny get sometime. 
While we're at it, it's time to announce the winner of our 
recent Questionnaire competition, who walks away with 
ten free games for his machine: LEE JAMES from 
Chesterfield, Derbyshire. Congratulations to these two 
and thanks to everyone who took the time to fill in the 
questionnaire. Watch out for more incredible NMS com¬ 
petitions soon, starting with the one on this very page! 


he cleared the shelf of their last boxes and bought the lot! 
These prizes are so smart we're not giving them away until 
next issue, so cut out the token you see on this page and 
keep it in a safe place. You're going to need it! 


To celebrate the official UK release of Streetfighter Turbo, it is 
with the utmost pleasure that we bring you the following 
rather fine competition to win one of FIVE sets of utterly 
amazing Streetfighter figures and Streetfighter games! These 
utterly exclusive prizes were purloined by Tim when NMS visit¬ 
ed Tokyo for the Nintendo show, and represent the finest 
Streetfighter merchandise currently known to man. The Ed 
tore round Tokyo trying to find them, and when he finally did 
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pRII-*-IANT 

BOMBASTIC 


FANTASTIC FUN WITH UP TO 
4 PLAYERS FIGHTING FOR SURVIVAL AT 
THE SAME TIME! 

A BRILLIANT COMBINATION OF TACTICS 
AND ACTION* YOU AND YOUR FRIENDS 
WILL BE THRILLED! 

SPIRITS WILL BE HIGH WITH BOMBER- 
MAN— AND YOU ARE RIGHT IN THE 
CENTER OF THE ACTION! 


WOW! LET'S GET STARTED 



GET THE MULTITAP FROM HUDSON 
SOFT. TELL YOUR FRIENDS 
ALL ABOUT IT AND THEN... 

BECOME THE SUPER BOMBERMAN. 

THE SUPER MULTITAP WILL BE 
AVAILABLE SOON. ASK YOUR DEALER 
OR NEARBY SHOP. 

<S> A 993 HUDSON SOFT 


TIME TO PLAY ... 



HUDSON GROUP! 


W 


> HUDSON SOFT 


Hudson Soft® is a trademark of Hudson Soft Co. Ltd. Super Bomberman™ is a trademark of Hudson Soft Co. Ltd. 
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S uper Bomberman fans pre¬ 
pare to lose your payloads! 
For no sooner does the com¬ 
pletely smart Bomberman get 
an official release than news 
reaches our ears of an all- 
new sequel for the Super NES! 
Called, astonishingly. Super 
Bomberman '94, details of 
the game are fairly sketchy at 


the moment. However, we can 
reveal that in keeping with 
the current fad for all things 
prehistoric, several modes of 
Dinosaur-type transport are 
available to your little arson¬ 
ist. It's set for release mid 
1994 and we'll be there first 
for the Review. Remember 
where you heard it first! 



1 


/ just mm um au might 

W hy spend £25 at your local youth club rave when you 
can spend considerably more on the forthcoming offer¬ 
ing from Storm, the party-types who brought us Troddlers. 
We're talking their all-new "yoof" orientated game for the 

_ 90's, Peaky Plays A 

\ Blinder. So just who, 
exactly, is Peaky 
Blinder, and, more 
to the point, has he 
got any veras? Well, 
Storm say Peaky is 
already something 

_ / of a legend on the, 

I er, rave scene - and 

who are we to dis- 

~ \ agree? The game is 

\S' ‘ y p|| currently about 2 

/ J per cent complete, 

_ -y x _ s but Storm promise 

Er pukka, bang on one, sorted geezer, matey, techno! 9 ame w '^ fea¬ 

ture a plot with an 

environmental subtext for the more "mature" players. 
Techno, techno, er techno - as they say. 


UHMIMGAIU 

S o, you've managed to save 
all (well most of) your 
Lemmings from their first 
adventure and now life has 
no purpose. Don't fret, 
because the braim-dead little 
blighters are in trouble 
again. Darkness is coming 
and threatening to engulf the 
island where the twelve 


Lemming tribes dwell, in 
peace and harmony pre¬ 
sumably. So, dear gamester, 
it's your task to lead the 
beleaguered Lemming 
tribes to the safety of the 
Ark. But wait, it's not as 
simple as it sounds because 
there are 120 problem 
laden screens in between 
the Lemmings and safety. 
What's more, each of the 
Lemming tribes have their 


MITIIBl MIHM MIUHCHM 

G ood news: there are three new Manga releases. Bad 
news: you have to be over eighteen to see them. The 
three newies are Doomed Megalopolis Chapter Two: 
Disaster, in which the evil Kato hastens his vengeful 
scheme to destroy Tokyo by impregnating Yakuri Tatsumi 
with the seed of his hatred (it says here). The next release 
is Crying Freeman Chapter Two: The Enemy Within, where 



Freeman Yoh and Emu are 

chosen to lead the 108 /" /iL ^ 

Dragons into a new era ^ ^ 

of bloodshed. Lastly / % 

comes Tetsuo II: Body yL x ^ 

Hammer, sequel to V ' \ v ^ 

Tetsuo: The Iron Man and \ ^ 

also an 18 certificate. * v 

Here the hero's son is % * ** 

kidnapped by some skin- 9 *2 

head-types and the hero, * r 

unable to control his rage, . . 4 . . 

_ . . i , 3 s that a cyber-gun in your pocket or are you |ust 

turns into a human cyber- , 7 . V 

, - . . . . p eased to see me. Oh hee hee! 

gun! Price hounds will be K 

interested to know that the first two will retail for a modest 
£8.99 and Tetsuo II for £12.99, or £19.99 for the double 
pack that features Tetsuo: Iron Man too. There you go. 


▲ Ere isn't that 
Lemming from 
Motorhead! 


own 

special abilities for 
you to get to grips with - with a 
massive 50 skills to learn altogether. There are 
Celtic, surfing and even rambling Lemmings. The Tribes is 
mouse and joypad compatible and currently scheduled by 
Psygnosis for January release. We'll be there with a top 
Preview soon before then, though - so stay here. 
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▲ Hey you wouldn't hit a dragon wearing lipstick would you? 


ERARRER’S TIME 

F ranky's back in business! Super NES and 
Game Boy hero Franky is a bit tired from 
his two previous jaunts, so he decides to go on 
a bit of a holiday with his girlfriend Bitsy. 
However, Bitsy hasn't got a passport. And so, 
in a brilliant piece of lateral thinking, Franky 
decides to dismantle her and post her to their 
holiday destination. But, wouldn't you know it, 
the bits get mixed up by the Transylvanian 
postal service and her dismembered limbs 
end up scattered across the globe. Typical eh? 
So it is up to Franky to scour the globe, find 
the bits and reassemble his paramour. The 
Adventures of Dr Franken from Elite makes its 
Super NES debut as an 8 meg cart and boasts 
20 huge levels, special combat moves and 
even a bit of Mode 7. Look out for a full 
Preview in the very next issue of NMS. 


HIRES PIECE 


I nterplay are all set to release a Super NES version of the 
Tolkein sword 'n' sorcery classic Lord Of The Rings. Judging 
from the size of the book, the game will be huge. It already 
boasts the largest use of rotoscoping animation in any Super 
NES title and claims to be first to use real-time combat in a 
party-based adventure game. I'm not about to write a synop¬ 
sis of the tale, but suffice to say that you take on the role of 
hobbit hero Frodo Baggins whose quest is to destroy a magic 
ring before the dark forces of Mordor take possession of it. At 
least, that's how we remember it. Anyway, Lord Of The Rings 
is pencilled for release early next year and will be mouse-dri¬ 
ven. If the foul wind of Threngar is not blowing there'll be a 
sneaky peak next issue, so keepeth your eyes peeled. 






• Go Speed Racer, 
go. Even though we've 
never heard of you, 
we'll like you anyway 
cos we're too afraid to 
appear unhip. So go, 
go like the wind or 
whatever a speed 
racer goes like. Go! 


flfiML 
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I am Throngar, son 
of Threngar, grandson 
of Keith. And this is my 
screenshot. 


CR SPEER RACER, 

O bscure licenses ahoy! Accolade 
are beavering away on a conver¬ 
sion of "cult" 60's American cartoon 
series. Speed Racer, for a new Super 
NES title "The Challenge of Racer X". 
The game is primarily a racer, in 
which the player may either choose to 
play as Speed himself and drive the 
amazing Mach 5. Alternatively, you 
could choose Racer X who is Speed's 
biggest competitor, secret protector, 
big brother and undercover Interpol 


CR! 

agent. Busy chap! As you might expect. 
Speed's car is a bit special and fea¬ 
tures more gadgets than most. The 
press of a button fires the Autojacks 
that enable the supercharged auto to 
jump short distances, whilst Buzz Saws 
cut a stylish swathe through the com¬ 
petition. As yet there's not much to see 
of the Super NES version, so take a 
swatch at these ones from the PC ver¬ 
sion - which is pretty much the same. 
Cool, eh? 


BIT OUT OF THl WAY 
FOR THF 


TRFKKIH’ CRFW 


i t seems that Interplay are trying 
to monopolise the cult interest 
market. As if a Lord of the Rings 
licence wasn't enough, they've just 
announced a Star Trek game too. 
Judging from the press release 
which reads "Navigate the USS 
Enterprise through space with 
Captain Kirk, Spock and the rest 
of the crew, whilst encountering 
Romulans, Klingons and Space 
Pirates" it all sounds rather jolly. 
The game's going to grace the 
Super NES sometime in mid '94 
and promises to capture the "true 
flavour" of the original series. In 
the meantime, feast your eyes on 
this piccy of Kirk and co. I know 
it's no substitute for a real screen- 
shot but it's all they gave us. Sob! 




Captains log, stuck 
in the U bend Ho ho 1 
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MBit BBBK 

O ne of the longest-awaited Disney licenses of the lot. 

Virgin are set to release Jungle Book on Super Nintendo, 
NES and Game Boy soon. The game features some of the best 
graphics and animation yet seen as mancub Mowgli runs, 
swings and generally laughs his way through 12 levels of jun¬ 
gle japes. 

Whether he's swinging through the vines, throwing bananas at his 
enemies, blowpiping his foes or floating around rivers on Baloo's 
stomach, Mowgli's got his work cut out to defeat the 'orrible Shere 
Khan the tiger (is the film all starting to come back to you now? Bit 
good, wasn't it?). There are secret gratuities, hidden screens and 
bonus games included too, and already this looks one of the hottest 
carts around. We'll have more details on all three conversions of the 
game very soon, but we've already been treated to a sneak look 
and this is definitely one to watch for. So, er, watch for it. 



W orld software superpower Virgin Games are set to unleash 
a fistful of games across all three Nintendo machines, and 
the line-up includes some of the biggest licenses around. After 
a bit of a wait. Virgin have waded into the UK Nintendo scene 
with a stack of top titles all due just before or shortly after 
Christmas, which we're first to tell you about right here. So let's 
get on with it, eh? 



Mggest news ofthem all 
Ms Dragon, a 16-meg 
fighting game based on the 
exploits of streetfighting 
superstar Bruce Lee. Well, 
actually it's the license of 
the film based on his life, 
starring the not-quite- 
Bruce-really Jason Scott- 
Lee, which some of you may 


already have seen. If you 
haven't rented any of Brucie's 
well violent videos, you won't 
know that he is quite possibly 
the hardest bloke who ever 
lived (apart from our own 
Gary Harrod of course). NMS 
opinion is divided over 
Bruce's actual acting talent, 
but I'm writing this and I 
reckon he's Top Boy. 

Anyway, the game is a 
Streetfighter-style beat 'em up 


▲ I'll kill that cat when I get my hands on it! 


featuring Bruce and a wide 
assortment of Kung Fu heroes 
just waiting to be beaten 
senseless. As Bruce you get to 
scrap against 12 (count 'em) 
fighting enemies including the 
notorious Sun Brothers, the 
dodgily-named Oriental Fan 
Fighter and even The 
Phantom, the evil spirit said to 
have dogged old Bruce 
throughout his short life. Cor! 

Apparently Dragon has a 
number of special features, 
including a unique three char¬ 
acter option where you can 
either take on two enemies 
yourself or a pal can jump in 
as a Bruce from a parallel 
dimension! To become any 
good - Bruce has at least 36 
different fighting moves - you 
have to train with Bruce's 
tutor, Yip Man. And practice 
should pay off, because the 
computer-controlled fighters 
are artificially intelligent! 
We're told the fighters will 
have their own skills and spe¬ 
cial moves, whilst Bruce him¬ 
self is something to see. 
Development is still in the 
early stages, but we'll be 
bringing you a full update on 
this exciting little number very 
soon. 








runs maun 

H ot on the heels of the runaway success 
of Zelda (brilliant on Super NES and 
quite possibly Best Game Boy Game Ever) 
comes Young Merlin, Virgin's stunning- 
looking 16-meg RPG produced by 
Westwood studios in America. You'll know 
the story by now: young Merl is woken to 
the cries of a fair maiden in distress. 

Instead of doing the sensible thing and 
dropping off again, the foolish boy actually 
goes to her rescue and begins a massive 
adventure through a magical world of mys¬ 
tical lands. Look, you must know the drill by 
now... 

Along his way, mini Merlin finds many objects 
which, if used at the right time, act as keys to 
unlock the hidden power of these magical lands. 

If that's not enough, our hero has to solve a 
bucketload of puzzles and stuff to save the girl, 
and a few of his mates who've been kidnapped 
for good measure, and get home in one piece. 
Young Merlin is an absolutely enormous game, 
and well be taking a much closer look pretty 
darn soon. Keep your eyes open. 




tat* 





COM SPOT 

V irgin's first Nintendo title, due for 
release in November, probably needs 
no introduction. If you don't know about 
Spotty by now, there's probably no hope 
left for you (note for hopeless people - 
he's a zit who advertises 7-Up in America). 
Anyway, his friends have been caught and 
caged by somebody who dares to call him¬ 
self Wild Wicked Wily Will, which is more 
than enough reason for our infamous little 
red spot with legs to take on a billion and 
one screens of spot-collecting action. The 
game features 11 levels and six bonus 
games, all set inside a big bottle of 7-Up, 
with huge sprites and bold backgrounds. 
What you see here is just a taste, so check 
out NMS for the full Review very, very 
soon! 



▲ It, it looks like a pimple surfing on a bottle of 
sodee pop. Must be all the chemicals they're 
pumping into the sea these days. 


IUUHMM 

m 

Humram 



B oxing legend 


’Muhammad Ali 
lends his, er, weight 
to this heavy-duty 
boxing game due 
out early next year. 

Choose from ten 
boxers, including 
Mr A himself, and 
enter the ring to 
prove who's truly 
The Greatest. 

Naturally you can 
fight the comput¬ 
er or a pal, and 
the game fea¬ 
tures some nifty 
graphics. 

Playability's what counts in the end 
though, so we'll be taking a butcher's 
right soon and telling you all about it. 
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ITEM ME YOU 
AU COMING 
FROM? 

N ever afraid to buck a 
trend, Infogrames are 
preparing to unleash The 
Smurfs upon an unsuspecting 
public. Taking the form of a 
platform game, you're 
charged with defeating the 
dastardly Gargamel and sav¬ 
ing that girl Smurf before it's 
too late. Under development 
on Super NES and Game Boy, 



F resh from his landslide defeat at the Christchurch by- 

election, Mindscape's Alfred Chicken is busy making prepa¬ 
rations for another debut - his first Super NES title. Rather than 
being a conversion of the original (and fabby) Game Boy title, 
this 8-meg cart takes Alfie on a totally new adventure, 
albeit, as the screenshots testify, 
through familiar territory 
and with familiar charac¬ 
ters such as the helpful 
flower. Mister Peckles. The 
game was to be released 
in time for Christmas but 
has had to be put back 
until the new year. Fear 
not, though, because we'll 
be giving it the full Review 
treatment long before then, 




A Alfred/Mouse/yesteday. 


Where are you all coming from? 


Smurfs is looking pretty good 
at the moment. The graphics 
look particularly impressive, 
with some of the biggest 
sprites ever seen on the Game 
Boy! Whether the gameplay 
matches up to the graphical 
promise remains to be seen, 
so watch out for more 
Smurfstuff soon - you know it 
makes sense. 


... and why don’t you oil chuff off back? 




A The many faces of Gary 
Harrod, revealed at last. 


00020 


CHAOS 

I f you're an Amiga owner, you may 
remember a shoot 'em up which 
quite a few people excited a couple of 
years back called Chaos Engine. Well, 
now that same game is being convert¬ 
ed to the Super NES by 
Microprose, in con¬ 
junction with 
Spectrum HoloByte. 

The plot concerns a 
"bizarre time-space 
machine invented 
by Baron 
Fortescue" which 
apparently mal¬ 
functioned, trans¬ 
forming normal 
people and their 
pets into metallic 
killing machines. 

As one of six differ¬ 
ent characters, each with their 
own special abilities, it is your job to 
destroy this - surprise, surprise - Chaos 
Engine.This version is pro¬ 
grammed by the Bitmap 
Brothers, creators of the 
original, and looks set to 
retain all the grainy cyber- 
punky 16 levels of death 
and armageddon. Chaos 
Engine is scheduled for a 
March '94 release, and 
we'll have more informa¬ 
tion just as soon as we 
jolly well get a peek at it. 



I s there no end to the cre¬ 
ativity of the Storm team? 
Apparently not, for no soon¬ 
er do they announce Peaky 
Blinder than they hit us with 
another all new character, 
demolition droid with atti¬ 
tude - Mr. Tuff. Tuff has 
been left behind on a bar¬ 
ren planet to destroy some 
rampaging military robots 
holed up in heavily defend¬ 


ed strongholds, which is not 
exactly a clever place to be. 
A very early version of the 
game was on display at the 
recent ECTS and looks a 
fairly decent platformer. 
However, it's way too early 
to make judgements as a 
release isn't planned until 
next Autumn. In the mean¬ 
time content yourselves with 
these screenshots, Mmmm. 


Q uick, bring your parents into the room and make them 
read this bit, now tell them to chuff off and not to both¬ 
er you about video games being violent again because they 
can be an educational tool too. Well that's what Mindscape 
would have us believe because coming soon to a console 
near you is their sequel to Mario Is Missing - Mario Time 
Machine! This time Mario must travel through various his¬ 
torical locations in his quest and all the time you're playing 
it, you're learning history. That's the theory anyway. 

There's nothing to see just yet but we should have a 
Preview real soon. 
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^enie™ is a product of Lewis Galoob Toys, Inc., and is not manufactured, distributed or endorsed by Nintendo Kabushiki Kaisha (Nintendo Company Limited (Japan))- Nintendo 
Remark of Nintendo Kabushiki Kaisha (Nintendo Company Limited (Japan)). Super NES is a trademark of Nintendo Co. Ltd. NES and Game Boy are trademarks of Nintendo 
>any Limited (Japan). Mega Drive is a trademark of Sega Enterprises, Ltd. Galoob is a trademark of Lewis Galoob Toys, Inc. Game Genie and Codemasters are trademarks being 

used under license by Codemasters Software Co. Ltd. J 

Distributed in UK by Hornby Hobbies Ltd., Westwood, Margate, Kent CT9 4JX I 


Game Genie 1 M for Super NES M now on sale! Also available 
Game Genie ™ for Game Boy 1 ", NES v and Mesa Drive™ 
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NINTENDO NEWS NETWORK 


BART ARB THE BEANSTALK 



A rmed with more 
Exclusives than 
you can point your 
stick at, NMS strikes 
again with these first 
screenshots of the 
next Bart Simpson 
outing on Game Boy - 
Bart and the 
Beanstalk. As you can 
see from these gor¬ 
geous screenshots, 
the game looks 
absolutely superb and 
well up to the stan¬ 
dards of his previous 
adventures. It's much 
to early to say for 
sure, but we'll be very 
surprised if this one 
isn't dead red hot 
good. Watch NMS for 
a full Preview next 
month! 



A My name's Bart and this is my beanstalk. Good innit!! 




JAP MARKET IB CRISIS! 

O ne of our "industry" chums told us an interesting tale the other day. 

Apparently the Japanese market is so overflowing with software 
houses, big and small, developing stuff at such a rate that the recession 
hit Japanese games market can no longer cope with the sheer volume. 
The result is that many of them are now approaching worldwide and 
European agents first for distribution which means that we'll be seeing 
lots of fabby Japanese stuff over here first! More details when we hear 
them, but it all sounds rather spiff. 


FERRARI 

WHBAH-BH 

WHBAH-BH! 

S ystem 3 have 

announced that, at long 
last, that ultra-fast show¬ 
case of the DSP chip - 
Exhaust Heat 2, is going to 
receive an official UK 
release! Fans of the game 
shouldn't bother looking 
for it by this name 
because, for reasons best 
known to themselves, 
they're going to rename it 
Ferrari Race Of 
Champions. A price and 
release date are still to be 
confirmed, although early 
next year seems likely. 
Here's a couple of grabs 
just to remind you how 
good it is... 


ICEBBY. 


N ow, whilst the Super NES is currently 
being buried under a pile of quality 
Soccer games it has never been similarly 
well served by Ice Hockey games. All that 
may be about to change though, thanks to 
Accolade and their forthcoming release, 
Brett Hull Ice Hockey. Currently a 16-meg 
cart, Brett Hull follows in the footsteps of 
World League Basketball in that it adopts 
a Mode-7 viewpoint, although it doesn't 
swivel around quite as much also, and per¬ 
haps more impressively, ot features the 
play-by-play commentary by that dead 
famous commentatorist, Al Michaels. 

If you were wondering just who the hell 
Brett Hull is. Accolade assure us that he 
plays on the right wing for the St Louis 
Blues and one of the NHL's highest paid 
players! Anyway, "fascinating" Ice Hockey 
Trivia aside, Brett Hull is scheduled for 
release early next year. More factlets soon. 


PSYCHOSIS SOCCER 
EXCIOSIVE 


The trick is 
balancing the 
green rulers on 
your head whilst 
dribbling the 
ball. 


H ere it is: your very first look at an all- 
new Super NES soccer game to fight 
against all the others coming onto the mar¬ 
ket! This one is Psygnosis' Top Secret yet-to- 
be-named footie game and here are your 
first screenshots of said sporting spectacle. 
The game being all Top Secret and that, 
we're not allowed to give too much away, 
but although it's still a little rough around 
the edges (nowhere near complete) it's VERY 
fast and looks rather smart. We reckon this 
little number is going to be one to watch for, 
which is exactly what we're going to do. 
Expect more soon. 
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matches to play, a rar 
of set pieces for you t< 
bring into play and a 
complement of headei 
tackles and shots whii 
can be tailored to you 
own preference. Empii 


the sprites are q 
large and cartoc 
ing it an arcade 
We'll be giving ^ 
inside story in a 
coming issue! 
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T here is a place which 
would boggle the 
minds of mortals, a 
dimension parallel to 
our own wnere all the 
lost socks go. The Nth 
Dimension. It also hap¬ 
pens to be the place 
where ant ninjas protect 
the freedom and liberty 
of all the inhabitants. 
Now this dimension is 
not without its enemies. 
So it's up to you, as 
ninja ant Zool, to put a 
stop to any monkey 
business. Zool was 
designed as the home 
computer answer to con¬ 
sole games. Isn't it 
funny how things turn 
out? That aside, the 
good news is that we'll 
be giving you the full 
rundown on this one 
right soon - so keep 
our attention placed 
irmly NMS-wards. 
hn 


£ 


lere's been a verita 
ble flood of soccer 
games lately, each 
getting progressively 
more complex. Here's 
the latest, from Empire 
‘ >ftwarj|- Empire 
:cer. There's an 
tsolute stack of fea- 




































































B ased upon Daffy 
Ducl^s alter ego, 
'Duck Dodgers in 
the 24 1/2 Century' fol¬ 
lows the plot as Marvin 
the Martian is attempt¬ 
ing to take over the 
galaxy. Just to prove 
he's serious the artful 
alien kidnaps a host of 
the galaxy's Space 
Ambassadors. Dodgers 
may have trouble pro¬ 
nouncing 'Space 
Ambassadors' but he's 
sure going to do his best 
to save them! 

Duck Dodgers battles 
against Marvin's sol¬ 
diers through 20 plat- 
formed-levels of slap¬ 
stick craziness. With 
Marvin poised to obliter¬ 
ate the planet Earth it's 
lucky that Dodgers has a 
vast array of futuristic 
weaponry at his dispos¬ 
al, all provided by 


Porky Pig - his side-kick 
in the missions. Another 
interesting aspect to the 
gameplay is Dodgers' 
jet-pack, used to propel 
him upwards through 
canyons and the like. 
SunSoft's representation 


s Daffyriook s like being 
|etty faithful to the card 
on original. Duck 


▲ C'mon then! I'll take the lot of yuz on for o tenner. Alright a fiver then... 


hen in aktreme dan- 
\r. He also has a Nul 
tack, during which h 
ashes about the sere 
a wildrage - knock 
cj aside any enemies 
ad enough to stand 


ixt year. Still it's be 
tin waiting until 24 
2 Century and NM! 
is the full Review oi 
b game very soon, 
ing in there! 


























































C oming soon from Sony 
is one of the most 
exciting Super NES prod¬ 
ucts we've seen this year. 
It's called SkyBlazer, and 
it stars a young warrior by 
the name of Sky. Sky is 
the son of an old hero 
well known for his demon- 
smiting activities, and 
when his beau is kid¬ 
napped by an unspeak¬ 
able entity from the 
depths of the Netherworld 
(or it might be the 
Netherlands, we're not 
quite sure) he springs into 
action using his amazing 
warrior skills to save the 
day. Now SkyBlazer might 
not look particularly origi¬ 
nal - it's a platform hack 
'em up. But like 
Castlevania, SkyBlazer 
promises to bring many 
new things to the genre, 
aside from the exceptional 
graphics you can see in 
the screenshots. 

Being the son of a 
mighty warrior and that, 
you would expect Sky to 
possess powers far 
beyond those of mortal 
men - and you'd be 
absolutely on the button. 
Still, being only a boy he 
hasn't quite got full reign 
of I lis magical powers yet. 
Instead, every couple of 
levels he picks up a new 
ability. It might be a 
magic projectile attack, or 
the ability to fly, or a 
magic flying charge, or it 
might be the ability to pull 
strings of handkerchiefs 
out of his mouth. But it 
probably won't be that 


e of softwares 
you can be sd 
I the review fii 


K®g*0000 


mi 


One section of the game 
features Sky's ascent of a 
huge tower with only a few 
crumbling ledges to support 
him. Occasionally he is able 
to browse around the interior 
of the building by climbing 
through strategically-placed 
windows, but otherwise he 
has to run the gauntlet of 
moving platforms, platforms 
which sprout spikes and tiny 
weeny platforms which disap¬ 
pear in seconds - not to men¬ 
tion the enemies which con¬ 
stantly attack him. 

















































▲ ...And you will soon be a faithful master of my killer schlong punch!!! 
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Ashura 



You Will 

soon 

be a faithlol 

servant 

of my 
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the basement. This is bai 
cally the story behind th< 
new platform/puzzle ga 
from Empire. The action 
spread across eight long 
levels each comprised of 
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Watch with mirth as Magic Boy mercilessly 
slaughters all these lovely animals. Aah. 


E eks! The school pets 
have all escaped from 
the basement! And 
they've fled throughout 
space and time! More 
eeks! Yes, Dimbridge 
Secondary School, where 
the school pets outnumber 
the pupils ten to one, have 
completely lost their collec¬ 
tion. Serves them right for 
keeping them all in the 
basement I'd say, the tight 
gits, but in the interests of 
the school, it falls to one 
pupil to get the creatures 
back. Luckily, the pupil in 
question is actually a ^ 
junior superhero going ^ 
under the name of gt 
Magic Boy (obviously S 
Choosing a Decent 
Name hasn't cropped mT 
up on his curriculum 
yet). Even more lucki- ^ 
ly Magic Boy's prima- 
ry power is being able ^1 
to shoot animal-stunning 
energy bolts from his 
hands, capable of render¬ 
ing any passing animal 
unconscious. Quite unlucki¬ 
ly, however. Magic Boy is 
actually completely allergic 
to all animals, and any 
contact with one saps one 
of the lad's three lives. 
Once the animals are 
stunned, it's the work of 


ress. Magic Boy is < 
inished now/and tl 
on we saw was sh< 
p to be pretty dece 
r ou'll have to wait 
next month's revie 


















































Get aggression into your system. 




Nintendo Super NES 


£59.99 


Nintendo Ga 


meboy £29.99 


Tune into our Thumb-Busters Games Guide twice a week on Atlantic 252, Capital and selected FM stations. 


WOOLWORTHS 

IT’S RIGHT UP YOUR STREET. 


| WF. IE3I 

All items subject to availability 













MEG: 2 


V: MINDSCflPE PRICE: T 


He's a... No he's, erm. Pierre, what on earth are you doing with that net? 


ELITE PRICE: TBR MEG: 2 


P ierre awakes one 
morning to find that 
the food is revolt¬ 
ing. Literally! Not only 
that, it's decided to go 
on a bit of a world-wide 
jaunt. So it's down to 
you, noble culinary con- 
nysewer, to guide Pierre 
around a series of loca¬ 
tions scattered across 
the globe where he must 
catch the naughty nosh 
and return it to it's right¬ 
ful place. Look out, 
though, for Pierre's 
rival. Chef Noir, a food 
liberationist who is bent 
on releasing the cap¬ 
tured comestibles. 

Watch out next month 
for the full Review. 


F reddie and Frankie 
are two jewel-heist- 
ing rodents. They've 
made a cool million from 
their last job and are 
now fleeing to Rio until 
the heat's off. The only 
problem is Freddie can't 
jump too well, and the 
route to the docks is lit¬ 
tered with pavements 
id platforms. Thus it 
lls to Frankie] the 
tins of the team, to 
ivenge around for 

iged me 

>oat 

that's the 
re'd have wi 


way 


lyway^what this b 
lly boils down 
st Vikings-esque pi 
rm puzzler where t 


fh to the exit? 
el before the 
e limit is exh 


iounas oxay, out 
u'll have to wait un 
r pert Review soon. 
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Nintendo 


s**' ° { 
l Qorf*¥ A 


Original 


(Nintendo) 


Bandai UK 

Hedge End, Southampton. S03 4TX 


Pluto has disappeared 
and his pal Mickey is 
hot on his trail! 

Trek through the six 
magical worlds of 
Emperor Pete to rescue 
Pluto before it's too late! 

Available now. 


© Disney 


"Starring the inimitable 
Mickey Mouse, this is a 
whooping hit on the 
SNES. Brilliant 
cartoony graphics, 
imaginative and 
massively varied. 
Three skill levels 
and lots of rooms 
ensure long-term 
appeal." 


94 % 

Super Pro 
April 1993. 


BAN 
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S ony's Software 
House, Imagesoft, 
have two block¬ 
busting games poised 
for release on the Super 
NES. Actually they're 
both platform games 
based on the block-bust¬ 
ing movies Cliffhanger - 
starring Sylvester 
Stallone - and Last 
Action Hero - starring 
Arnold Schwarzenegger. 
Apparently both stars 
have approved the 
games, with 
Schwarzenegger going 
so far as to oversee pro¬ 
duction of the Last Action 
Hero game from start to 
finish. Crikey! 

In Cliffhanger, Stallone's 
character is 'Gabe' - a 
retired mountain-rescuer 
forced to take up his 
pick and climbing boots 
once more. A shoot-out 
aboard a federal plane 
results in a crash in the 
mountains and lots of 
lost money, and Gabe 
becomes embroiled in a 
distressing, yet spectacu¬ 
lar, series of events. The 
me picks up with 
be already in the 
untains and the 
action doesn't let up 
until air 
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pposedly 


ecrea 


of 
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Sony 


game 


Ar 


name 


me 


big 


interest 


en 


that 


his 


publ 


suring 


s respe 


mind when the 
finished product finally 
arrives at the NMS office 
some time in the near 
future. In the meantime 
check the screenshots 
id expect a full review 
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Witness as Sly and co. get down to a bit of that good ol' country music in 
between dodging the odd avalanche and killing each other. 


mm 






Gis a go on your bat mate, go on, gis. Please! 
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’ Original ^ 
(Nintendo) ! 

Seal of A 

Lv Quality A 


Nintendo® 


Nintendo", Gai 


Hptainment 
HTother 
gnated as 
rademarks of 


la registered 
frk of Elite 
is Ltd. 




PAL VERSION 


Prepare yourself for the most 
mind-blowingly addictive 
puzzle game ever! 

• Full password re-entry 
system. 

• Bonus icons, traps and 
special features galore and 
*he clock keeps ticking away. 
© 1993, Elite Systems Ltd. 


Systems Limited, Anchor'House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England 
Telephone: + (44) 922 55852. Fax: + (44) 922 743029. 



















marioaustars 

Super NES 
Avai/able now 
Reviews: "Brilliantly 
designed with every 
possible action 
thought through" 
Games Master 


JURASSIC PARK 

Super NES 

Released: Early November 

Reviews; "A great game 


Games Master 


TH£ LOST VIKINGS 

Super NES 

Released: 22nd October 

Reviews: "Well presented 

with good graphics and 
iabgam@piay H CVG 

£39.99 
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PLAY BEFORE YOU 


STREET FIGHTER 2 


Super NES Available now 
Reviews: “One of the best 
games ever to grace the 
Super NES” 

Nintendo Magazine System 

£59.99 


NINTiNDOMAOAZlNl 


SYSTiM RATING 




MORTAIKOMBAT 

Super NES 

Released; Available now 
Reviews: "Kombat's 
graphics are almost 
arcade perfect" CVG 

£59.99 


AH release dates .ve estimated and are subject to change. All items subject to availability. All prices shown Include VAT (except where indicated?, Where a saving is stated, it is based m a previous price available at Comet lor a period of 28 consecutive days in the previous 6 months or against a 
Manufacturer's Recommended Price where stated, except Comet, ftrstalf, Prices correct at time of going to Press, However, Comet reserve the right to alter or amend prices or offers without prior notification, 0 Comet Group Pie, Cannot be reproduced without their permission, 
















N intended 


(Special notice: Andy 
wrote a load of old tosh 
here about Parasol Stars 
being his first NMS com¬ 
ment and that. He went 
on for ages, so we've cut 
it all out. You'd thank us 
if you could have seen it, 
honest you would. Here 
he is again:) Anyway, the 
point that I was trying to 
make is that here I am 
again, 18 months later, 
writing about the further 
exploits of Bub and Bob 
in this, their new adven¬ 
ture, the imaginatively 
titled Bubble Bobble 2. 
Once more. Bub and Bob 
iind themselves trans¬ 
formed into bubble-blow¬ 
ing dragons as they bat¬ 
tle their way through 
screens loaded with haz¬ 
ards and baddies on 
their way to rescuing 
their pal, Judy, from the 
vile clutches of the nefari¬ 
ous Skull Brothers. 
Despite apearing a little 
like the original, this 
game contains a host of 
new features. There are 
new bubbles to be blown, 
like the Star bubble that 
sets a circling ring of 
stars off around the 
screen, or the Wind bub¬ 
ble that unleashes a 

mighty, baddie m 
levelling tornado. 
If that's not 
enough, there 
are smart bonus 
games of bas¬ 
ketball and vol¬ 
leyball. If you 
want the full 
lowdown it will, 
of course, be < 


next 


pass£ 


don't I 


ickets 





























































a cho^at 


T he Evil Edgar Ektor can do 
nothing wrong - no matter 
how hard he tries! This is 
largely due to his employ¬ 
ment as a clown for the past 
30 years and being paid to 
make a hash of everything. 

Old habits, he is loath to 
admit, are hard to break. 

Previously known as Amiable 
Edgar Ektor, this sorry old 

dolt is jealous of the success _ 

of a newcomer to his circus - 
one Aero the AcroBat. 

Something of a freak. Aero i \ ^ 

wows the crowds wherever 
the circus travels with his dar- 
ing-do on the flying-trapeze and high-wire 
expertise. Whilst Edgar wipes the shaving- 
foam of yet another custard pie from his eyes. 
Aero is expelled dramatically from the mouth 
of a cannon to thunderous applause. 
Somehow old Ektorr is being made to look 
pretty feeble in comparison. Prefixing his 
name to 'Evil', Edgar sets out to exact his 
revenge on the circus by putting Aero at risk 
with the most fiendish traps ever devised. 

Of course this is just the 
opportunity Aero needs to 
further demonstrate his 
prowess as a performer. 

Guide Aero around a world 
made unsafe by Evil Edgar 
and help him put it to rights 
by bungee jumping, trampo¬ 
line bouncing and water div¬ 
ing his way into peoples 
hearts forever. Something of 
a p I atform- puzzle game. Aero 
the Aero-Bat's adventure is 
guaranteed to thrill the 

crowd! _— 






CART SPtC 


BT* SUNSOFT 


NOVEMBER 


PLATFORM 


RAMF INFO 


Joypad 


Challenging 


Precise 

• vsri 


The tlrtvM and all Its 
frivolity. 


^ CONTROLS 


O HOW TO PLAT: 

Prove Aero's worth si an aero* 
bat os ho leapt toward hit 
ultimate showdown with IhO 
Bdgar ektor. 
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Aero's insatiable aopetite for 

public appreciation knows no 
bounds! Feeling somewhat 
res:"rec b. the varied and chai 
'•engine ouzzies p«acec cy Edgar 
Aero goes in search of even 
more amuiemen presented *o 
the cte'er in +~e form of Bonus 


Free-falling: Taking a dive from 
c z • ng Doard raised hundreds 
c ; 'e-et •I'om the ground, Aero 
"ezeives mulitiple bonus points 
: :r successfully positioning him- 
seV through sets of rings and 
landing in a pool of water. 

Should he fail he's only guaran¬ 
teed multiple fractures. 


Roller -coasting : Aero is g 
enhance ~ . "a-sonic a a 

rc e:- coas+e r r ie. H> s ou r 
■'-errur'ea c. spiked barn 
c” a.ckec by Aero as he tr 


;econd chance to 
* a nightmare 
ng the rails is 
are either leapt 


ALL THE FUN OF 
THE UNFAIR 


Aero acKHow edges that the 
obstacles s-er by Evil Edgar c r e 
cevious out he i$ r r worriec 
Not in the east Mot when Aero 
s the master or evetv+hl ~g the 
circus ccn irrow c # " - excecr 
perhaas, sbaro knives 
Overcoming costnjc* ons mat 
reouire mich more than c quick 
jump invokes Aero's w se of the 
circus eo'jipme'*' 


Bubble Machine: A gentler 
encroach to gaining neight s 
afforded by the bubbles blown 
frem this machine, however t u e 
si oporr they provide is insub¬ 
stantial at the oest of times, so 
speec s necessary when hitching 
a ride ; ro~' these. 


Cannon: By c mbing nto a can 
ne n Ae r o s b osred into rhe air 

The height he reaches is deter¬ 
mined by a meter that appears 
on screen once the jump button 
is pressed. 


Trampoline: Trampolines rend 

to lie between beds of spikes so 
precision bouncing is required of 
Aero to avoid being multiple- 
scewered! 





















AERO-NAUTICS 


With both feet off the ground 
Aero is faced with the problem of 
finding a safe way down. 

Parachutes are great for letting ' 

Aero down gently, especially " 

when there is a nasty bed of 

spikes lying below him. Exploration of the higher reaches of any loca¬ 
tion is made possible with the collection of Aero Wings as they give a 
few seconds of flight for the mouse-like fellow. Lastly, in addition to 
the drill attack that Aero possesses as standard, a lightning icon 
assists him with the power for a double drill that allows him to access 
higher platforms and other power-ups. 


The plot takes an interesting twist for Aero. 


Batting eyelids takes on a whole new 
meaning! Much to Clown-face s dismay. 


Excuse me sir, may I see your television license. 


The arrival of a legitimate 
, JT * platform-hero has been a 

long time coming, but Aero 
mM manages to fit the bill - 

just. After so many charac- 
■ ters trying to achieve 

Mario status, at least Aero 
has some unique talents 
and makes good use of 
rmjUi them too. They're not the 

best techniques in the 
world, mind - his attack method requires 
precise control and his recovery is slow 
should he miss the target. Otherwise Aero 
is an exciting character to master and the 
tasks laid before him are varied and chal¬ 
lenging. There is quite a lot of pattern 
learning involved - fatal obstacles placed 
in such a way that they are near-impossi¬ 
ble to predict upon the first try. The real 
fun is provided by brilliantly novel fea¬ 
tures and the pleasantly surprising situa¬ 
tions in which Aero is placed. All in all. 
Aero is the most refreshing and innovative 
game to appear in quite a while and well 
worth your time. 




A No screen is without colourful decora- 1 
tion. Aero's presence just about everywhere * 
is always entertaining. 

▼ No original ideas here though. It isn't diffi¬ 
cult to plaster a character's face into every nook 
and cranny 


A Crisp, detailed images and a vivid use V 
of colour are complimented by smooth ani- ^ 
motion in the foreground and background. ■ 
T The majority of enemy sprites are a bit 
small and aren't particularly striking, despite the 
detail. 


A A wide variety of haunting tunes based 
upon the circus theme. 


▼ Sound effects have been kept to a minimum, 
which is something of a lost opportunity. 


The player's mind is occupied the 
whole time with Aero's many tasks. It is 
satisfying to control the Acro-Bat with skill. 

▼ At times the requirements of the game are 
too exacting, leaving no room for small mis¬ 
takes. This hampers the fun somewhat. 


A This game is challenging, though not 
impossible; tough but not disheartening. 


T The game is quite linear and doesn't hide 
too many secrets 


A new platform hero flaps onto the 
Super NES and brings a breath of fresh 
air in with him. Whilst not perfect. Aero's still 
a top game and comes recommended. 
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GRAPHICS 


SOUND 


“wmmm I think we may be witness¬ 
es ing the birth of a new con¬ 

sole hero - and one that 
hasn't been borne out of 
hype. Aero is a joy to 
" behold. He's one of the 

cutest, best animated char¬ 
acters I've seen in quite 
some time, and once you 
^JllOf 9 et the hang of him he's a 
pleasure to control. The 
game layout makes the best of his abili¬ 
ties, hiding many bonus icons in hard-to- 
reach places. The challenge is quite varied 
for a platform game and manages to 
bring a few fresh elements to what is fast 
becoming a tired genre. As far as game- 
play is concerned, it's tough enough with¬ 
out being frustratingly unfair - and you'll 
probably return to it once you've complet¬ 
ed it just to take another bungee jump or 
two. If I've got any gripes they're that the 
game is a bit of a slow starter and that 
Aero isn't all that good at disposing of 
baddies, but that's not such a problem as 
the game is more about using your plat¬ 
form skills than killing stuff. A great future 
awaits Aero, so take a look! 
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Shoot ’em up 


Platform 


Puzzler 


Simulation 


The competition just got 
a who le Lot tougher. 
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Role-play 


Adventure 


Nintendo): 



Nincontinent 
Nintimi dating 
Nintendo 


Headline 


Console with game around £140 
Game around £60. 
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Street Fighter II Turbo 






















































O ut of town hypermarkets must 

1 


"truly be the Icon of the age. 
Those huge warehouses parked 
halfway down your local motorway, 
ranging from huge furniture palaces 
to grocery stores like you would not 
believe. Ikea, Toys R Us, World of 
Leather, Principality of Suede and 


liiki — 


now, the latest addition to the scene. 

World of Heroes. 

Yes, everyone needs them, comics 
publishers, film scriptwriters and, 
of course, software houses. Now 
World of Heroes makes it easy 
for everyone to get hold of the 
hero they want at a price they 
can afford. The range of 
heroes on offer is quite spec¬ 
tacular, from unlikely mutant 
animals to ninjas to cowboys 
all the way to short, fat 
plumbers (although they're 
having trouble giving those 
away). Eight of these, though, 
are already signed up in a 
game cleverly being used to 
publicise the shop. 

However, with it simply 
being a marketing exercise, you couldn't 
expect too much originality from the game, so 
no-one should be surprised that World Heroes 
is a pretty basic Streetfighter 2 clone, but fea¬ 
turing all-new and exciting characters from 
the range available at the store. 

World of Heroes is located just off junction 
12 on the MO. 


▲ Don't just stand there man. Do something or 
suffer a devastating barge to the schlong! 


There are two kinds of game in 
World Heroes - Normal and 
Death. The Normal game is for 
all the namby-pamby girl's 
blouses in the world - each bat¬ 
tle is fought in a reasonably safe 
arena with no messing about. 
Death matches, however, are for 
the really hard types with no 
thought for their own personal 
safety, and even less for that of 
their opponent. Death match 
arenas each have their own form 
of damage-inflicting traps and 
hazards, from spiked walls that 
skewer anyone who knocks into 
them, through to electrified wall 
bars - via hidden minefields of 
course. Tabloid journalists will be 
glad to hear none of the massive 
gore potential of these Death 
matches has been exploited and 
there's no proper blood nor 
nothing. Psh. 


▲ It's a good job he was wearing elbow pads - he could have got a nasty bit 
of chafing off that other guy's nose! 







































BE M VII? 


There's a cosmopolitan bunch of Streetfighters (oops, didn't mean it 
like that, honest) in World Heroes. Eight of them, all from different 
parts of the world. This is probably where the name comes from, 
thinking about it. Anyway, here's a quick bunch of profiles on all of 
them, including details of their special moves. 

1. FUUMA (JAPAN): Fuuma has dedicated his life to the study of 
martial arts. Honing his skills to become the world's best fighter. He 
has entered the Time Warrior tournament (yes, that's what it's called) 
to prove how great he is in fights. 

2. HANZO (JAPAN): Brother of Fuuma, Hanzo is the hot-headed 
aggressive member of the family. He moved to America to train with 
more opponents but recently moved back to Japan. This doesn't sound 
much like another family story at all, does it? 

3. DRAGON (CHINA): The bloke who looks a bit like Bruce Lee is 
Dragon. You know, named after the film of the same title that was, 
funnily enough, about Bruce Lee. Anyway, he's a Shao Lin monk and 
wants to prove that the Zen is mightier than the sword (ho ho). 

4. JANNE (FRANCE): Janne has a bit of an unfair advantage over 


the other contestants in so far as wearing a suit of armour and carry¬ 
ing a big sword. Still, she's only a woman so it's just to be expected, 
eh? (You sexist Neanderthal horror - Voice of the Nation) 

5. J. CARN (MONGOLIA): Mongolian man-mountain J Carn is the 
obligatory fat bloke of the crew. His ponderous movements are the 
result of his cumbersome bulk, but his phenomenal strength makes up 
for this. It says here. 

6. M. POWER (USA): M Power is the giant wrestler who stands a 
head above any of the other fighters. Whilst not too fast, although not 
so slow as Carn, his difficult-to-execute Spinning Pile Driver is fear¬ 
some. Ahem. 

7. BROCKEN (GERMANY): With his peaked cap and Nazi tank 
commander uniform, well, let's face it, he looks just like M Bison. Yes, 
and he's got some of the same moves too. 

8. RASPUTIN (RUSSIA): Why, it's the Russian mad monk who was 
shot, stabbed, poisoned and thrown in a river and only died of expo¬ 
sure three days later. But he wears a dress, so he must be a bit of a 
wuss. 
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What happened? This used 
to be a relatively good, 
albeit pretty derivative, 
beat 'em up when it was 
* on the Neo Geo. What we 
^ have here brings the 

genre into disrepute. The 
^ graphics look like fair 

enough representations of 
the originals, but this is 
Mmmw just a facade that soon 

melts away once the game starts and their 
true jerky nature is revealed. To its credit, 
the sound and effects aren't too bad. But 
all this is as nothing in light of the atro¬ 
cious gameplay. The characters are so 
slow and unresponsive that, despite the 
plethora of special moves available, the 
game is reduced to a frenzied button 
bashing fest, and talking of buttons, only 
three of them are used - I know, it's 
shocking isn't it! Just what SunSoft are 
thinking of in releasing this obsolete item 
is beyond me. t know which beat 'em up 
I'll be going for. 


warm Neo 
Geo title to 
the Super 
NES seems 
like a bit 
of a stupid 
move to 
rm irn JR me. This is, 
after all, 
the console that already 
has Streetfighter 2 Turbo, 
Mortal Kombat, and, if 
you're that desperate. 
Fatal Fury. It wouldn't be 
so bad if the coin-op had 
been spectacular, or at 
least spectacularly suc¬ 
cessful, but it was neither. 
The game suffers from a 
number of faults. For a 
start, there's the absolute 
absence of originality - 
there isn't a move you 
won't have seen before 
and some of the charac¬ 
ters look awfully familiar. 
Then there's the lack of 
scope for tactical play, 
which is what really 
makes Streetfighter so 
good, and without which 
beat 'em ups become sim¬ 
ple press the button and 
hope affairs. Plus, if 
you're a single player you 
won't find much to keep 
you interested because the 
game is so very easy 
unless you notch it right 
up to the top level, and 
even then it's not too tax- 
got the 


Should your fighter be hard enough to survive the 
rigours of combat they're given an opportunity to 
earn loads of points in a safe-as-houses, no dan¬ 
ger bonus game. Your warrior is presented with a 


large block of stone, and it's his or her job to 
carve it into the shape of a posing Olympian. 
This might sound tricky, but fortunately all World 
of Heroes come complete with splendid sculp¬ 
ture skills, meaning the job of the player is sim¬ 
ply to press any attack button over and over 
again. Just so there is a teeny bit of challenge 
though, a thirty second time limit is placed on the 
proceedings. The faster the statue is completed, 
the more points you win. 





▲ Plenty of 'twixt-level presentation and 
tons of options. 


▲Quite large sprites, fairly detailed and 
colourful. Some of the backgrounds are 
very nice. 


Effects are reasonable and there's 
plenty of speech. 


T Music is a bit dire. 


Quite good fun for the first couple of " 
goes... 

T Although the appeal quickly wears off when 
you realise how shallow it is. 


▲ Pretty rock on the hardest top setting. 


▼ But far too bland to keep your attention 
for very long. 


Not the greatest beat 'em up in the 
entire world, but certainly not the worst. 

It's Slow Central, and there is little originali¬ 
ty - but it's not completely dire. 


IBHBTIBKI IHTIBIST 


EBBPHICS 


PIAYABIIITY 


IASTBBIIITY 


Ml LJ 



w h 





















































^ilanivuc, faict action cartoon fan ac *7cuintiee 
and TUioll-ee tny to ctofi t&e mad 'Pno^edcoc 
‘TKandvctb and 6io evil 'Doayani /4nmy 


1 ok 2 “PCtictenA- 


?3% ^ncnedi&le yantefilay and ntone faatcciev than you 6nocv 
cv&at tv dv ouith. 

Soften /4ctioo 92% *7heae iv nean-conotant action 

tAnvuyAvut and neven a ylttcA, in cifat. 

trance fane 29% ^ofi ' n 'Icvinliee iv 
a cntant cant, yvcine a fan ‘Panodiuo, 
you neatly can't afaond tv ntlte, it. 


smmim. *% konami 


T>&*&te6<cten d<, '2ZO'7ts4'??t'7 ('ZT'ZC) ~7eCe<*<c<x4*+c <??W^e 2 V *? ’TfCmnCe^* '7Vs4<? <?u£S 






























intendo 


RUMBELOWS PRICE 


COME IN AND PLAY BEFORE YOU 

® LOOK FOR THIS BRAND ON ALL OFFICIAL JURASSIC PARK ™ PRODUCTS. IF IT’S NOT JURASSIC PARK ™, IT’S EXTINCT! JURASSIC PARK ™ It © 1992 UNIVERSAL CITY STUDIOS INC. ft 


































WARE 

YEAR 





NiNim 


ALLTHE LATEST RELEASES NOW IN STOCK 





BUY AT THE NEW GAMES ARENA 


8 AMBLIN ENTERTAINMENT INC. ‘FREE PRIZE DRAW, ASK IN-STORE FOR AN ENTRY FORM. RUMBELOWS LTD, BAIRD HOUSE, ARLINGTON BUSINESS PARK, THEALE, BERKS, RG7 4SA. 

























Lobbing acorns isn't the only way Mr Nutz can dis¬ 
pose of his foes. No, he's been around a bit has 
Mr Nutz, and he knows how to mix it when things 
get rough. Thus once out of acorns Mr Nutz can 
always rely on his trusty bounce-on-their-heads 
approach to killing enemies. Plus, if a nasty is get¬ 
ting a little too close for comfort, crouching down 
and pressing the throw button makes Mr Nutz per¬ 
form his deadly tail whip move - guaranteed to see 
off any opponent in one blow! Sadly, though, Mr 
Nutz must remain stationary to perform this, leav¬ 
ing him vulnerable to attack from the rear. 


S pare a thought for the squirrels this 

Christmas. Yes, whilst in a few short weeks 
us humans shall be tucking into huge feasts of 
turkey and opening lots of lovely presents, 
what will those loveable buck-toothed chaps 
(and chapesses) be doing with their time? 
Sleeping, that's what. Yes, unfortunatly squir¬ 
rels are one of those species cursed to miss out 
on the festive season every year without fail 
thanks to their hibernational tendencies. 

Of course, there's always the exception to 
the rule, and with squirrels, that exception is 
Mr Nutz. Nutz is a bit miffed with losing out on 
the loot every year and has come up with a 
foolproof plan to make sure he enjoys all the 
glory of a full Chrombo. Instead of hanging 
around in a freezing tree with nothing but a 
supply of acorns for company, Mr Nutz is 
going to buy himself a ticket to sunny 
Bermuda, where the climate is such that 
hibernation is absolutely ruled out. One prob¬ 
lem remains for the bushy-tailed wonder - 
and it isn't his inability to speak any human 
languages (which might make ordering the 
ticket a bit tricky). No, it is in fact his _ 

destitute financial state. If he wants to 
have a good time over his holiday, 

Nutz is going to need a rather large ** 

supply of cash to keep himself in luxu- 
ry. Fortunately for him though, it's 
rumoured that the wild and scary parts 
of the forest are full of lost gold coins, 
and so it's off to the forbidden wood- tajfl 
land areas with the plucky squirrel in 
the hope of grabbing the swag. 


Grab your Nutz, watch vour Ni#z the list is almost endless. 
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There's 
absolutely 
no deny¬ 
ing that 
Mr Nutz 
looks 
excellent. 
Even the 


JFp MW ffr shots here 

don't do it 
justice because they can't 
convey how truly splendid 
the animation is. 

However, so many plat¬ 
form games these days 
tend to concentrate only 
on the graphics and com¬ 
pletely forget to have any 
gameplay in there. 
Happily, Mr Nutz is an 
exception - it's great fun 
to play as well. It has very 
much a Disney feel about 
it, I actually think that this 
is what Mickey's Magical 
Quest should have been. 
The controls are instinc¬ 
tive and the action is very 
fluid. There's also more 
secret bonuses to find 
than in any game I've 
played since Mario World. 
To finish the game will 
take a while, but to actu¬ 
ally properly complete it 
with all the secret loca¬ 
tions and warps discov¬ 
ered is the task of a life¬ 
time! Fair enough, there's 
nothing particularly 
ground-breaking in Mr 
Nutz, and I ought to be 
strongly criticising the 
game for that, but the 
execution is so fantastic 
that I actually strongly 
recommend this game to 
anyone. 


UH AT IT UTTU UIIR 


When faced with the prospect of a long winter, 
most squirrels gather up all the acorns they can 
find and bury them near their homes, in wait for 
spring, when after several months fast asleep 
they'll probably be a bit peckish. Mr Nutz, howev¬ 
er, scorns this typically squirrelish display of behav¬ 
iour and has his own ideas for what to do with 
acorns - he kills things with them. Throughout his 
journey Mr Nutz comes under attack from deadly 
magical creatures, and the best way for him to 
defend himself is by throwing a hefty acorn at the 
blighters. However, acorns don't grow on trees (er, 
except they do), and Mr Nutz has only a limited 
supply. Luckily he can pick up more acorns, to a 
maximum of 99, along his travels, usually found in 
clumps of three or four. 





















▲ lovely title screen, intorniftflom, con¬ 
tinue sequence, options ondoUltie presen¬ 
tation you could ask for. 


lit of taiil!" etc etc 




Easy to get to grips wftli end full of 
secrets. Plenty of adton on it's greet ton to 


Unoriginal, ye*, bvf af*o brilliant. A ^ 
mutt far piriform (dm and certainly worth 
a look for myoM else. 


CHMUNEt 


RtfltHtS 

ORIEINAIIIY 


Who'd 

have 

^ thought a 
platform 
game 

^ about a 
squirrel 
would 
have 

TttUl proved 

one of the 

most entertaining titles 
we've seen this year? 
From start to finish, Mr 
Nutz is quality with a cap¬ 
ital Q. As you can see, 
graphics are rather 
superb, with a brilliantly 
animated main sprite and 
gorgeous backdrops to 
tempt you into the game. 
And once you start play¬ 
ing you realise how well 
balanced the whole thing 
is, with squillions of 
screens to explore and 
secret bonuses to discov¬ 
er. Mr Nutz may not be 
the coolest cart around 
but it's certainly one of 
the most enjoyable. 
Damned solid stuff. 


PBIStHTATIBB 


CRAP HI OS 


SBBMB 


PIAYABIIIIY 


lASTABIllTY 


The whole reason for Mr Nutz being out on a winters 
night is purely monetary, so collecting the coins is proba¬ 
bly the most important part of the game. In fact, such is 
Nutz's greed the cheery thought of collecting fifty gold 
coins restores one point of his energy! However, whilst 
lots of coins just sit there waiting to be collected, hun¬ 
dreds of coins have hidden themselves in seemingly inac¬ 
cessible, or just downright concealed, locations. Thus once 
you've got to the end of a level, you may only have com¬ 
pleted 16 % of the actual stages, such is the proliferation 
of hidden bonuses. 
























WHEN THE GOING GE1S TOUGH... 
STAY ON YOUR WHEELS. 

Hide out the punches and giue out more than you take. 

Just one hloui in the right place mill send your assailants spinning out 
of their saddles and skimming the tarmac at 150 mph! 

Dace against 14 of the most hostile hikers euer to hit the freeway. 

It's dagerous - match out for the stray stears, roadblocks and oil spills. 
But that's not all... look out for the black & whites - those eagle-eyed 
cycle cops mho'll haul you in for any highway uiolation... this race is illegal! 


Electronic Arts. 


OCEAN SOFTWARE LIMITED • 2 CASTLE STREET ■ CASTLEFIELD • MANCHESTER ■ M3 4LZ • TELEPHONE: 061 832 6633 • FAX: 061 834 0650 







nit dastard-y Wario, he'd 
2 Once again t?e'5 come up 
plot to desfpby his arch-eTBi 
savinllBBHnl his pocket moi 
Mariolana 2, Wario rushed out to buy himself 
an old one-man propeller bomber and a 
selection of devices to drop upon our favourite 
plumber. Yes, pipes, dinosaur eggs, buckets - 
you name it, Wario's going to drop it on 
Mario's head. 

The logic behind this stems from Wario's 
obsession with killing Mario by means of haz¬ 
ard-filled platform levels. Y'see, he had quite 
a few of these left over from his last game, 
and it seemed a shame to waste them. 
However, knowing Mario's own platform fixa¬ 
tion, Wario thought it would be a good idea to 
even the odds by blinding the plucky plumber 
- not by use of a soldering iron or anything, 
but by dropping an object over his head which 
would hopefully become lodged and immov¬ 
able. Anyway, there's still hope for Mario. His 
platform expert bro' Luigi has infiltrated each 
of the hazardous levels and is waiting at the 
end - ready to free Mario's head. Quite why 
he doesn't wait at the beginning of the level is 
another mystery. However, the biggest help is 
in the form of a mysterious little fairy armed 
with a magic wand which can make blocks 
appear from nowhere, thus allowing Mario to 
cross otherwise impassable gaps. And so it 
falls to our winged wonder, whom we shall 
call Barrio, to save our superherol 


lone alrigq 
dastardly 
HO. After 


Actually, whilst Mario is Wario's prime target, being 
a master of evil and crinkle-cut moustaches he isn't 
really that bothered who he bumps off. Ergo, at the 
beginning of each level you're given the choice 
between Mario, the Princess or Yoshi getting it on 
the bonce. Each character moves at a different 
speed, with the high-heeled Princess the slowest 
character and professional people-carrying slave to 
the masses the speediest. The faster the character 
moves, the harder the game is, with the player hav¬ 
ing less time to react to each situation. 


▲ I can see I'm going to have to come up with a least one joke about a guy 
walking round with his head in a bucket. But what will it be? Hmm. 














































▲ Skill is needed in the pipe-heading sub-game. 


Some levels contain four weeny little stars which, 
when collected together, grant Mario an extra life. 
However, the/re always scattered across the four 
comers of the stage, meaning Mario has to traipse 
all over the shop and generally negotiate a load of 
extra puzzles in order to obtain them. Therefore, 
whilst completing the stage may be simple enough, 
completing the stage, nabbing all the stars and 
doing it all within the strict time limit makes it a 
whole different situation. 


£^2 If Nintendo were hop- 

Z*' * ing to sell their Mouse 

on the back of this 
title, they are going to 
be a little disappoint- 
ed. For while the 
whole package looks, 
sounds and plays bril¬ 
liantly, there is something 
ANDY about the game that 

leaves you wanting more. 
Perhaps it's something to do with the fact 
that for the first few levels the puzzles 
are so tediously easy that it's difficult to 
maintain any interest. Things do 
improve, but in the harder later levels 
the real battle is between you and the 
mouse as opposed to against the game. 
Another thing - seeing as this is a Mario 
spin-off is it really a good idea that we 
only ever see him with a bucket over his 
head. If you're looking for a good excuse 
to get the mouse, take a look at the great 
King Aurthurs World and use this as a 
follow up. Not bad but not brill. 
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A Still no sign of that bucket-on-head gag. Sorry. 


in blocks business isn't 


a block whe 
Potential Blc 
being a fain 
to see the o 
appear as a 
then there a 
kinds of blo< 


le for you 
urae that 
le. Even 


MENTAL 


This 


Mario V 


as easy as it sounds. For starters, 
you can't just bung a block any¬ 
where. It's only possible to create 


continues 
Nintendo's 
plans to 
diversify 
the Mario 
games. So 
far as pro¬ 
moting the 
mouse 


and adding to Mazza's 
range of activities, it suc¬ 
ceeds brilliantly. However, 
it does fall down in a cou¬ 
ple of ways. For starters, 
the first four levels are 
incredibly easy, allowing 
to breeze pretty much 
halfway through the game 
nary losing a life. After 
this, things get much 
tougher and the game 
becomes much more 
enjoyable, especially if 
you choose to try and col¬ 
lect all the stars. There's 
also the problem that, 
despite how hard it does 
get later, you've got infi¬ 
nite continues which 
means it doesn't take too 
long to get right to the 
end, and as with all puz¬ 
zle games of this ilk, once 
you've completed it there's 
no reason to play it again. 
If you've already got the 
mouse, this is certainly 
worth a look, but if this is 
your sole reason for fork¬ 
ing out for the plastic 
rodent you should spare a 
thought before handing 
over the readies. 
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wand on this field and a block 
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Not the sort of block you like to 
see, these little fellers are both 
difficult to activate and only last a 
short while. 

ROCK BLOCK: These blocks 
are present when the level 
begins, and need to be smashed 
up by use of magic to allow 
Mario to pass through. 

COIN BLOCK: Clicking the coin 
block releases one of the ten 
coins contained therein. As in all 
Mario games, collecting one 
hundred coins earns an extra life. 
ENEMIES: Not, strictly speak¬ 
ing, blocks at all. These scary 
creatures come in a variety of 
forms, from black spiky spiders to 
flocks of bats - and each one 
needs smiting with your 
save Mario from 
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A Impeccably presented throughout, as 
you'd expect from a Mario title. 


r Nothing in the way of options. 


EOAPMICS 


A Smart stylised sprites and detailed 
backgrounds. Colours are pretty. 


▼ Some sprites are overly simple. 


SOUND 




Lots of lovely twinkly Mario tunes. 
▼ Not many effects. 


PI AY AO IlITT 


Easy to control, quite absorbing when 
things get hard. 


▼ Takes a while to get into the challenging 
levels. 


mum 


A Some of the later puzzles are excep¬ 
tionally rock hard like you would not 


T But you've got infinite continues, and once 
you know how to beat each puzzle you won't 
want to play It again. 


Worthwhile for mouse fans, but take 
look at Yoshi's Cookie as well and choose 
your favourite. 
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DREAMS 


Brilliant- g - Lig i Pinball is back in fashion 

in a big way and for some it is the original and only true form 
of arcade entertainment. 

The tables are awesome and the pressure intense as you try 
and try to beat the high score. Heralded as the only pinball 
game worth playing on the Game Boy. Pinball Dreams is the 
ultimate high speed thrill. 


Take yourself back in time to the Stone Age where many a 
Neanderthal Nerd lived together in tribes. 

Intelligence was bottom of the evolutionary list and boy did it 
show!!! 

In a naive struggle against extinction, THE HUMANS had to 
work as a team to discover fire, weapons, the wheel and solve 
all number of problems in everyday life. 

Finish the levels with as many of your tribesmen intact as is 
HUMAN-ly possible. 

With Gametek’s Humans the only missing link is you!! 


Te $e a 

“ to but difficult to ’’.Tesserae consists of a 
variety of mosaic tile patterns which have to be cleared by 
flipping one tile over another in a series of either vertical, 
horizontal or diagonal moves. Strategically plan your moves to 
find the fastest and easiest way to clear the board without 
flipping out. 


VIKING CHILD/ 

Talfc on the role of young Brian. Hack <tid slay your way past 
huiwreds of weird and wonderful adversaries as you strive to 
track down and defeat the 8 bloodthirsty apprentices of Loki. 
Your quest will take you through 8 terrifying worlds which 
contain unknown villages, strange forests and boiling lava 
fields. 


Numerous lethal traps are scattered around the terrain to 
thwart your foreseen quest. 
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CART SPEC 


• iriRCjUNCO 

• PffICfr TEA 

G RELEASE: TBA 
G GAME TYPES STRATEGY 
G CART SIZE: 6 MEG 


G PLAYERS: 

V 

• CONTROL: 

Joypad 

G GAME DIFFICULTY: 

Fllppln roclr 

• CONTINUES: 

Pauword 


& 


N 


CONTROLS 


O HOWTO PLAYs 

Um i _ 

fils to build up yovf 
destroy thm opposi¬ 
te ~ 


E-SELECT ICON 


SELECT ICON 


D MO FUNCTION 
E: NO FUNCTION 

START: STARTS/PAUSES 
SELECT: NO FUNCTION 


W ar. What is it good for? Absolutely noth¬ 
ing. Edwin Starr said that. Indeed, the 
very statement became legend in the 29th 
century, leading to all sorts of ramifications, 
namely the outbreak of world peace. 

However, in the year 2847 some bright spark 
asked the question: "Hang on a minute. Who 
says?" The fact that the man was Genghis 
Cooper, president of Acme Anti-matter 
Armaments of course had nothing to do with 
this. 

However, the intellectual set of the time 
was completely thrown by this turn of events. 
Here they were, believing in a doctrine sever¬ 
al centuries old without any actual proof to 
back up the argument. Of course, there was 
only one possible solution - everyone would 
have to have a big war and find out just what 
it is indeed good for. Mind you, they could all 
have saved themselves the trouble, for it 
turned out to be absolutely great for Genghis 
who, after 25 fruitless years in a decades- 
defunct arms trade suddenly found himself a 
very wealthy man - especially after suggesting 
the trial of the phrase "cheats never prosper" 
at the same time... 
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CRAP ADAMSKI SONG JOKE 

Winning each mission of the campaign isn't just 
down to blind violence, Metal Marines demands a 
great deal of strategy as well. Not least of which is 
in the management of your financial and energy 
budgets. Throughout the game, your cash total 
steadily rises, allowing you to construct more instal¬ 
lations and repair more damaged sites. However, 
the initial money increase rate is pretty slow, so it 
pays to build at least one Supply HQ, even if it 
means losing out on missiles and so on. Also, each 
attack takes a certain amount of energy, depend¬ 
ing on the amount and type of weapons used. If 
you don't have the energy, you can't go through 
with the attack. This makes forking out on Energy 
Plants quite a necessity, as well as seeking out 
those on your opponent's island and laying waste 
to them. 




There's absolutely nothing interesting about 
this picture. But the game's quite good. 

Did I ever say I like sweets? Why don't you 
send us some? 













METAL MARINES COME IN 
COLLECTIONS OF FIVE 

The object of Metal Marines is to use the forces on 
your island to destroy the three bases on your 
opponent's, without losing you own triumvirate of 
HQs. The first job is to choose the locations of your 
bases. Each island in the campaign already has a 
number of offensive and defensive units placed 
thereon, plus its own individual terrain. The geog¬ 
raphy of your placements is all important, as some 
locations are easier to defend than others. Also, at 
the start of each game some areas begin their lives 
^Jr covered in woodland and need to be bulldozed 
before any construction is undertaken thereon. 





LOOK AT THE SIZE OF THAT 
THING 

Being as attacking and defending are the order of 
the day, it's unsurprising that there's loads of dif¬ 
ferent ways to attack people and defend yourself. 
Weapons and commands are accessible at any 
time during the game, except when under attack 
from the enemy forces. They are as follows: 
MISSILE Primary attack form, these short-range 
missiles wreak mass destruction, although they are 
exceedingly vulnerable to AA fire. 

AA MISSILE 5 Protect yourself from those pesky 
missiles with these lovelies. However, buy plenty as 
their hit rate is slightly dodgy. 

RADAR AA: Missile hit rate slightly dodgy? Buy one 
of these and watch it soar. 

METAL MARINES: The super-hard giant robots of 
the title. These are especially handy in destroying 
select targets, but are open to attack from gunpods 
and enemy Metal Marines. Best used for destroying 
radar and AA missile stations. 

GUN I © Supposedly useful against Metal 
Marines, but it generally takes two to destroy a sin¬ 
gle robot, so invest heavily. 

LAND MIN' ' Best line of defence against Metal 
Marines out to destroy your base. Surround the 
complex with land mines - one square of which is 
guaranteed to dispose of any Metal Marine threat. 
However, after being detonated land mines need 
replacing. 

The most expensive item by a mile, costing 
more than twice as much as its nearest rival. The 
ICBM is a less vulnerable version of the humble 
missile and is equipped with massive destruction 
potential, able to wipe out vast areas of land. 

Costing quite a great deal of cash, 
these things are a definite investment, insofar as 
they increase the cash flow rate and correspond¬ 
ingly earn you more money. 

,// ; <> PLANT. These generators are relatively 
cheap and are an essential purchase as they 
increase the rate at which your energy reserves 
replenish themselves, allowing you to attack far 
more often. 

FACTORY: Another handy building, factories 
increase the rate at which newly-sited constructions 
are built, allowing you to get your gear into action 
much quicker. 

DUMMY BAS Fool those gosh-darned evil Empire 
forces into bombing a completely useless bit of 
ground! Ha ha! 

DUMMY UNi Fool those gosh-darned evil Empire 
forces into bombing yet more completely useless 
bits of ground! Double ha ha! 

ARM METAL MARINE: If you've go the cash you 
can equip your Metal Marines with new, super¬ 
powerful weaponry for use against either installa¬ 
tions or other Metal Marines. 

BUILD UP UNIT Any unit may be improved should 
you have the time and cash. Missile silos now fire 
two missiles instead of one, Metal Marines have 
much better armour, AA missile sites become far 
more accurate and so on. 

DELETE UNIT. Save some space and make back 
some money by wiping out one of your own instal¬ 
lations. 

LEVELLING: Bulldozing damaged or forested 
ground makes it suitable for building on again. 
GRID MAP: Lays a grid over both islands, making it 
easier to aim missiles after a blind reconnaissance 
strike. 

UNIT INFO: Check out the status of all your combat 
and non-combat units with this feature. 

RADIO SW: Turn those pesky in-game messages 
from your enemies on or off. 

ATTACK : Puts you into attack mode, from where 
you may select up to four missile attacks and three 
metal marines and select their target(s). 
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Metal 
Marines 
might not 
look par¬ 
ticularly 
exciting, 
but it's 
one of the 
most 
action- 
packed 
strategy games I've ever 
played, and also one of 
the easiest to get into. 
Unlike most titles of this 
ilk, the action takes place 
in real time as opposed to 
having a rounds system, 
whilst this regrettably 
puts the kibosh on a two- 
player mode it makes 
things much more tense 
as you're never sure what 
the computer opponent is 
up to. Each battle 
requires different tactics 
to win, and you'll find 
strategies that worked 
brilliantly earlier are 
completely useless 
against a new enemy 
leader. From an actual 
simulationy point of view 
Metal Marines isn't as in- 
depth as, say, Sim City. 
However, it's very fast- 
paced and an ideal intro 
to strategy games if 
you're new to the scene. 
Metal Marines won't be to 
everyone's taste for sure, 
but it's certainly worth a 
look whatever your gam¬ 
ing preferences. 






I love these really huge caption spaces, espe¬ 
cially when there's absolutely nothing to write 
about in the picture. Instead, I'm just going to 
complain about all those old people who dither 
about in the middle of the pavement and get in 
your way when you're in a hurry. I hate them. Do 
you hate them too? 
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A Loads of in-game options, intermis¬ 
sions and set screens. 


▼ No game options. 


A Detailed pieces represent each installa¬ 
tion, and there's plenty of animation on 
construction sites. 


T Backgrounds are very samey and a bit dull. 


Excellent stirring tunes in combat and 
great effects throughout. 


▼ However, you don't get to hear too much of 
either. 


It takes a wily one to get the better of 
the computer, that's for sure. 


▼ Could do with a little more depth and a two- 
player mode. 


A Arrrghi It gets so rock after about the 
first three missions and you'll be aching to 
complete the game for yonks. 


An excellent, fast-paced strategy 
game which should appeal to both fans 
and not-fans of the genre. 
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I've got a really bad cold and I can't be both¬ 
ered captioning pics like this. Has anybody got an 
aspirin or something? 


rm not ,. 

generally 

the 

'■'/* world's 
AajL-IA, biggest 
fan of 
games 

^ ^ like this, 

but Metal 
Marines is 
quite dif¬ 
ferent to the other strate¬ 
gy titles on the market. 
For starters, instead of 
being a slow, plodding 
affair, it's really fast mov¬ 
ing. Because you don't 
have to bother with turns 
there's hardly any waiting 
around. Also, there's a lot 
more effect in the action - 
watching an enemy attack 
on your island is really 
nerve wracking, and you 
find yourself really hop¬ 
ing you've got enough AA 
fire to cover yourself! The 
battle music livens things 
up a bit as well, it's just a 
shame there isn't some¬ 
thing of that quality play¬ 
ing throughout the game. 
Also, Metal Marines is 
really easy to get into. I 
didn't even have to read 
the rulebook, something 
which any strategy game 
usually necessitates, and 
after a couple of goes I'd 
absolutely got the hang of 
it. That said, once you 
past the really easy first 
couple of levels it all gets 
dead hard. Even if you're 
not really a sim fan you 
ought to at least give 
Metal Marines the benefit 
of the doubt. 
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Hmm, I'm not quite sure what the artist is trying to say here said 
Ernest. "Is it a visual analogy pertaining to man s eternal struggle for the 
recapture of innocence and a spiritual, non-corporeal existence, or is it just a 
crappy load of red and yellow shapes ? 1 
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Getting spots was no big deal. But given 
the choice, I can live without them. 


It's been a while since I've had one. 
Nowadays I use Oxy* Clean Facial Wash. 
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That's it. That’s all you need to know 
about how to get dean, healthy skin. 
And how to keep it that way. 

Of course, even when I'm really careful 
a persistent spot can slip through the 
net. And if one does, I just use some 
Oxy 10. But I hardly ever have to. 

HARDLY 

EVER. 


Twice a day, morning and night - no 
more soap and water for me. 

First, I wet my hands and clean them 
thoroughly with Oxy Clean Facial Wash. 
Then I lather up some more and rub it 
all over my face before rinsing it off. 



Always read the label. Oxy 10 contains Benzoyl Peroxide. * OXY and OXYCUTE 'EM are trademarks. 
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COLOURLESS LOTION MAXIMUM 

STRENGTH 



























I t's a little known fact that 
the word Sengoku is 
Japanese for Fancy Dress 
Ninfa Warriors of the 
Apocalypse. These stout 
assassins were in plentiful 
supply in feudal Japan, care¬ 
fully guarding against the 
coming of the end of the 
world. However as time 
passed the tradition began to 
fade and the Sengoku all but 
disappeared. 

However, two of these 
secret brethren still survive - 
Dan and Bill, good Japanese 
names in ever there were. 
And it's a good fob too, for 
the end of the world is nigh. 
The Kaptanmetsu (Chinese 
Pantomime Folk-Tale 
Demons) have arrived on the 
planet and are wreaking 
destruction all over the shop. 
As a quick-changing saviour 
of the Earth it's your job to 
put your, er, quick abilities to 
good use as, erm, saviour of 
the Earth in this sideways¬ 
scrolling beat 'em up from 
Data East. 



Aaaargh! What a stinker! 
Another Neo Geo conver- 
CjPt, sion goes down the tubes 
| screaming, and this time 
~4 its name is Sengoku. Why 
is it that there are so 
many smart Neo Geo 
fighting games complete¬ 
ly and utterly ruined by 
TttUt translation to Super NES? 

Perhaps it's some sort of 
plague and there's just no known cure. 
Whatever the reason, here we have 
another thoroughly excellent coin-op 
thoroughly spoiled and another major 
opportunity thoroughly missed. So what's 
wrong? Just about everything, really. The 
superb graphics and jawdrop sound of 
the original are nowhere to be seen or 
heard, the finely tuned gameplay of the 
original has been translated to a point¬ 
less exercise in nothing very much at all 
and all the special touches that made the 
arcade game so good have been com¬ 
pletely ignored. If ever a game came with 
Kipper written all over it, this is the one. 
It's even worse than Final Fight 2, and 
that's saying something. Isn't it incredi¬ 
ble that the original Final Fight is still the 
best. Where have all the decent beat 'em 
up programmers gone? 





























▲ What about my colour co-ordination? 


AT LEAST I THINK 
THAT'S HIS HAMS 

Incredible powers of transformation or no, the odds 
are still heavily stacked against Dan and Bill. 
Fortunately, they have friends all over the world 
who are only too happy to help out by floating 
power-ups to them in brightly coloured balloons. 
Collect these balloons to temporarily reap great 
rewards like those listed here: 

GREEN ORB: What's that secret you're keeping? 
Yes, green orbs are the most commonly found 
power-ups, and as such they 7 re the least effective, 
merely topping your energy up slightly. 

RED ORB: Arms your warrior with a small sword, 
or allows a transformed character to fire energy 
bolts with their regular attack. 

PURPLE ORB: Arms your little man with a big 
sword, or allows transformed characters to fire two 
energy bolts of dooml 

YELLOW ORB: Allows your basic character to ener¬ 
gy bolts all of his own, or equips powered-up ver¬ 
sions to fire mega-powerful blasts of complete 
destruction. 

joku 


ERHIO MARICHETTI 
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The warriors in Sengoku have one spectacular abil¬ 
ity to help them in their quest - the/re actually 
mutant shape shifters from the planet Grobl 
Unfortunately, Grobi fighters have no imagination, 
and so they can never think of anything to shape- 
shift into. Luckily, every so often, a source of inspi¬ 
ration floats into the air, inspiring the rather cra- 
nially-challenged chaps to alter their form. 
However, these transformations are only temporary 
due to the, er, lack of argon in the Earth's air sup¬ 
ply and that. Anyway, here's a list of the stimulat¬ 
ing stimuli found along your travels: 

SHURIKEN: This reminds the lads of those crafty, 
stealthy ninja warriors, and thus provokes a trans¬ 
mogrification in kind. The ninja is lightning quick, 
and although his attacks have a very limited range 
the/re exceptionally powerful. 

BIG SWORD: This makes our heroes think of the 
brave samurai, and thus compels them to change 
into one. The samurai is rather slow moving and 
ponderous, but his sword strokes are much more 
powerful than regular fist attacks and have a 
longer reach too. 

PICTURE OF A DOG: Oddly enough, clapping 
eyes on the visage of Lassie necessitates a swift 
canine-type genetic alteration. Whilst the paw 
swipes that now pass for punches are slow and fee¬ 
ble, the razor-sharp spines on the back of this dog 
make for a lethal spinning jumpl 


^COMMENT 

^ was one 

18 /^\favourite 

^ ^ eo G®° 

P/in able to 

pick up a 
Super NES conversion for 
about one millionth of the 
price was pretty exciting. 
Sadly, whoever pro¬ 
grammed the Nintendo 
title had obviously never 
even played the original. 
It's stuff like this that's 
killing the software trade 
to be honest. The action 
has been Final Fight-ised 
for some reason, with 
some very familiar moves 
(that weren't in the SNK 
version) having been 
added. Lord knows why, 
as it makes what had 
previously been a fast- 
moving and original beat 
'em up into a derivative 
heap of toss with some 
novelty transformations. 
Gone are the clever 
enemy tactics, gone is all 
the speed and fluidity of 
play, and gone is all the 
enjoyment. If the idea of 
wasting a large amount 
of cash on a slow, dull, far 
too easy and now highly 
unoriginal piece of soft¬ 
ware appeals to you, then 
you're very sad indeed 
and Sengoku is just 
another way to fritter 
your cash. 



A Nice Intro and plenty of options. 

T Nothing particularly special otherwise. 
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Absolute sacrilege. The slaughter of 
a once-ace game and the birth of a com¬ 
pletely dreadful "new" one. 
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1 or 2 player simultaneous 
racing as you cruise in the 
sunshine at 200 MPH 
through cities of Spain or 
Egypt-2 of the 16 
countries ybu-ean race in, 
with 64 tracks in total to 
choose from. 


Choose your tyres to suit 
the conditions. Try out 
Spinner high-performance 
Radials, or state-of-the-art 
slicks for high speed wet 
track handling. 


PAL VERSION 


TOP GEAR 2 IS THE NEW 
SUPER-ACCELERATED NO 1 
WORLD LEADER IN RACE 
GAMES - JAMMED WITH 
TWICE THE PROGRAMMING 
HORSEPOWER OF THE 
ORIGINAL TOP GEAR. 


WORLDS 1 
RACE GAME. 

1 OR 2 PLAYER 
RACING ! 
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SNOW 






Nintendo 


Beat the weather - tracks 
in Scandinavia and 
Canada may give you 
blizzard hassles. Or even 
worse, you may be 
expected to compete in a 
night-time challenge. 


FOG 


Get the edge with 
customised parts for any 
weather condition. Fit-out 
at the body shop with 
incredible engine, 
transmission, 
and armor 




AVAILABLE 

FOR 

CHRISTMAS 


©1993 Hemco. Developed by Hemco under license from Gremlin © 1992. 

Ifendo®, Super Nintendo Entertainment System™, The Nintendo Product Seals and other marks designated as"™" 
Nintendo. Distributed by Marubeni UK PLC, 120 Moorgate. London EC2M 6SS Tel: 071 826 8816. 


are trademarks of 
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WELCOME... 

To the section Hnouin affectionately as NHS. inhere the Doctor is 
aluiays in but unfortunately he s not tailing calls. Why? lie is much 
too busy investigating your little complaints and presenting the 
solutions on these very pages. Do uie put up your taxes to pay for 
the service? Of course not. Do uie beep you mailing thirteen months 
for a hip replacement? No chance. Do me present the most mondrous 
tips section in the Hnouin morld each and every month? No problem. 
Why are you still reading this mhen you so obviously require remedi¬ 
al surgery? Turn the page and begin! 


* 
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IELII ON THE GO 


What, already? You mean you've only just 
bought Zelda on the Game Boy and you're 
stuck? How did you manage to get the game out 
of the box? Luckily help is at hand, courtesy of 
Nintendo Help System teamed with the 
Nintendo Hotline to form, wait for it, the 
Nintendo Hotline System. Original, eh? Anyway, 
this month we kic 
wondrous guide. 


SHULL TIPS 


WOW! Hints and tips galore, presented with a 
certain panache and style by Mr Paul Davies, no 
less. We've got hints for good games and tips for 
bad, because we just don't care! And this month 
we introduce a stunning new prize for the top 
tipster of the month! Now you may be wonder¬ 
ing what this picture of Turtles Tournament 
Fighter is doing in the tips section, seeing as it's 
not even out yet. It's Gary Harrod, you see... 



Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


















































AWAKENING 


INK’S AWAKENING 


Stuck in n Nintendo game? Call the official hints and tips Hotline on 0703 652222 


LEGENDS TELL 

When Link's water-sod¬ 
den body betame washed 
upon the beaches of 
Koholint you can bet the 
island's inhabitants gave tod f. / 
it a very wide berth. After ML 
all, this is the character Q ,/ 
who has brought nothing V ^ wM 
but pain and desolation w 
to the mythical land of w 
Hyrule on three occasions ■[ _ 

now - albeit indirectly 
and also rectifying said Ttf 
situations in double quick W'-WJ vm 
time. You see Link is your ^ - * 
archetypical hero, the kind MW 
for whom fate creates prob- 
lems incredulously so that "W / 
the likes of Link may step in 
and save the day! There isn't a "yiy 
place in his world to which Link has 
travelled where his arrival hasn't 
been preceded by the village crones mut¬ 
tering stories that begin with either 'It is 
written' or 'Legend tells'. Surprisingly 
nobody has cottoned on yet! Least of all 
the young girl named Marin who revives 
Link, takes him home and introduces him 
to her family! If only she knew! Not even 
the coincidental presence of all manner of 
monsters onto the island with Link's 
arrival is enough to alert Marin to the 
danger she and her father are now facing. 
Still, what else is there to do except let 
Link take care of everything? Well, she can 
always help and so she does. So can you, 
especially now that NMS are compiling a 
complete guide to the game - players need 
never feel compelled to harangue the 
Nintendo Hotliners with Zelda-related 
problems ever again. (Some hope!) 


Starting this issue we aim to do everybody a huge favour by 
printing the entire solution to Link's Awakening for the 
Game Boy - the latest in the hugely successful Zelda series. 
To make this possible we've enlisted the help of Nintendo 
Hotliner Dan Carter, whose current lot in life is the compre* 
hensive mapping and compilation of indispensable hints for 
this very game! Can you think of safer hands to be in? Of 
course not, so let us begin this most excellent guide with an 
introduction to the game's key characters and explains their 
relevance to Link... 
















WHO ARE YOU? BEACH BLADE 
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The daughter of Tarin, Marin is 
the life and soul of Koholint 
island. It is she who provides 
Link with the secret to the wak¬ 
ing of the Wind Fish. Marin is a 
gifted musician and the 
melodies she composes help keep Link in tune with 
Koholint island and its secrets. 



Link has Tarin to thank for 
providing him with his shield. 
Apart from this small kindness 
Marin's amiable father is in 
fact a complete buffoon and is 
often found meddling in situa¬ 
tions that he is obviously incapable of handling. 
Nonetheless these occurrences invariably benefit 
Link in some way so keep an eye out for this Mario 
lookalike. 



The purveyor of some very 
intriguing prose, this owl - 
who remains nameless - is 
Link's most influential guide. 
At significant points in the 
adventure this wise old owl 
flys into view and divulges cryptic clues or straight¬ 
forward advice as to Link's next best move. 



ooo 

▲ Hurrah! The shield will protect Link from many enemies, but it may still 
not be enough to deflect that old bloke's halitosis... 

sr . mm* 



After being handed his shield from Tarin, Link's 
first task is the retrieval of his sword which is left 
lying on the island's shore. However the cove is 
guarded by urchins whose spikes hurt Link's 
unprotected body. One of the books contained in 
Mabe Village's library instructs that the shield is 
useful for pushing certain obstacles aside. Put this 
theory into practice here and the sword is claimed! 



OOO 


A Try not to argue with the sea urchins and Link's sword can be yours! 
When you have it, remember to hold it above your head and dance about a 
bit for extra strength. If you don't have a sword, the Game Boy will do... 



Once Link is in possession of the 
sword there are numerous items 
which are obtainable through 
some investigative sword-play. 
Rupees: The currency of 
Koholint Island. For a price Link 
is able to purchase many useful 
items. Any leisure pursuits Link 
undertakes also require much 
exchanging of moolah. 
Replacement Hearts: No mat¬ 
ter how skillful the player, Link is 
bound to suffer some damage 
on his travels due to unexpected 
elements. With care replacement 
hearts can prolong his life indefi¬ 
nitely. 

Sea Shells: There are twenty 
shells concealed on Koholint. 
should Link uncover them all he 
takes them to Shell Mansion 
where he is rewarded with 
something very special. 
Tri-Force: It is the belief of 
Link's ancestors that the Tri- 
Force is the sole provider of life, 
the universe and everything 
(except rupees, unfortunately). 
Certainly small quantities of the 
force that Link uncovers enhance 
the power of Link's sword a 
great deal. Enemies that usually 
require two hits are sent reeling 
with one blow, but this effect is 
only temporary. Shame. 

Acorns: Along with inflicting 
twice the damage to his enemy 
the laws of nature on Koholint 
decree that the occasional acorn 
should impart Link with twice his 
usual resilience. Consequently 
he only sustains half the damage 
from any attacks. 
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TAKE HEART 

Cutting through the plants allows Link to drop from the ledge into the well located to 
the north of Mabe library. Here he discovers a piece of heart - four of which provide 
him with a whole new heart container! 



1 fir i 

1 L-1 i l J OOO 


m si 

A Well I never...well, on second thoughts 
maybe I did...0h, well...l don't feel well... 


& f ». .1 " 14 . .1 

A Well, it's a heart, right? It gives you extra energy, yeah? Good. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652322 




























































































■ ■ Metwhie to the all-new Small Tips 
mAf section of NMS, voted the most 
WW popular two pages in publishing 
history! # On these very pages you'll find 
all the little shortcuts you need to help 
you through the toughest guest. This 
month Paul's been battling through the 
Mailbag to select none but the choicest 
of tips, but the biggest news is this: the 
fine folk of Konami have kindly agreed 
to put up TWO FREE GAMES to the tip¬ 
ster we judge the best! That's right, 
we're talking approximately one hun¬ 
dred quid's worth of top quality soft¬ 
ware to the top tipster of the month, 
and best of all you can choose which 


Konami games you want for your 
machine! iust think, the likes of 
Cybemator, Twin Bee, Contra etc etc 
can be yours if your tip is judged the 
best in the section, each and every 
month. So send all the details togeth¬ 
er with your Konami game choices to: 
TWO KONAMI GAMES! WHAT A HERO 
YOU ARE PAUL! I'M NOT TRYING TO 
SUCK UP OR ANYTHING, BUT CAN YOI 
MAKE SURE THAT THIS WINS? OH GO 
ON, PLEASE! SMALL TIPS, NMS, PRIO¬ 
RY COURT, 30-32 FARRINGDON LANE, 
LONDON EC1R 3AU. (*We think so 


SMR HIamDO 


DEATH VALLEY RALLY 

Herdy and Matt Liller have been busy. Being in Oldham, it's probably 
best that are. Still, what they've done is come away with this runaway 
cool cheat to begin the game with 75 lives. On the title screen press 
and hold buttons R, Y, LEFT, SELECT, and START. Finally press X. A 
grand total of 75 lives will now be yours. 



Here we go! Here we go! Here's the cheat which allows you to play 
as ELITE and RAGE - the two best teams of them all! Want to know 
how to do it? Of course you do, so here are Richard and James Morris 
of Essex to tell you: Win the super cup with any team, player then 
enters mini-league that features the ELITE and RAGE teams. Start play 
then quite the match immediately after kick-off. Go to Edit Team 
screen and the two monster teams are available to choose. The 
Albania and Algeria teams are sacrificed, but we're sure you can live 
with that. 


ROYAL RUMBLE 

When locked in a grapple, push left or right when hitting the buttons 
to prevent your opponent's energy going up. This came in via Tom 


Johnson, but was discovered by his friend Jamie Forrest, who pre¬ 
sumably hasn't learned his letters yet... 



An awful lot of you have written in with this fairly ace tip, but Steven 
Twigg from Orpington, Kent, got there first and takes all the credit. 
Over to you, Steven: On the endurance level, defeat the first oppo¬ 
nent and do a flying kick on your next opponent just as he or she 
walks onto the screen. If you time it right this should use up all their 
energy straight away! 

Still with MK, Rowland Mawlabaux from Kent has been busily grap¬ 
pling with the game and discovered how to fight Reptile! Want to 
know how to do it? Of course you do, so let's keep you waiting no 
longer. Achieve two perfects, complete with finishing moves, on the 
spiked-pit stage. This only works when one of the random characters 
flys across the moon. In case you're quite sad and can't pull this off, 
we'll tell you what you're missing: Reptile is a cross between Sub- 
Zero and Scorpion and not at all bad. Have fun! 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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SOLAR JETMAN 

Aaaargh! Somebody throw him in the river! TJ's back again with this 
crypic cheat for Solar Jetman. If this means anything to you, fine. If it 
doesn't, tough luck. It is: QQQQQQQQQQQQ = £999999. Told you 
it was weird. 




Mr Anonymous from Somewheresville, Arizona, has kindly supplied 
these passwords for the first 20 levels of this distinctly so-so affair. 
Still, if you've got the cart you might as well see all of it, so take it 
away Mr A! 


The man known as Adam Buighaidt from The Land With No Name 
has devised a rather ingenious method of beating any other player on 
this fairly ace but slightly dated platformer. The trick, he tells us, is 
simply this: press START followed by SELECT to and watch your oppo¬ 
nent squirm as you nick all his lives! Nice one. 


JACKIE CHAN'S ACTION KUNG FU 

Hurrah! Cheats galore for this absolutely superb NES beater, courtesy 
of Tom Johnson. He may live in Stratford-Upon-Avon, but that doesn't 
make him a boring old fart as this topper cheat so readily proves: 
According to Tom, pressing UP, UP, DOWN, DOWN, LEFT, RIGHT, B, 
A, B and START on controller II gets you to a rather spiff edit screen. 
Scroll down to the level you wish to start push B on controller II again 
for 99 lives! 


FIRE FIGHTER 

Colin Lacey's has been beavering away at this asbestos coated little 

number and provided the following level codes to aid players less 

skilled than he is, because he's that kind of guy. OK Col, over to you: 

Q113PMQ 

PNMTCZS 

X244DDS 

PLFDKFO 

VWYHDN3 

KJJ35RN 

NMW330Z 

LBXX55S 




LOW-G MAN vcsb 

According to Tom Johnson - yes, the same one - there are many extra TRFF 
levels secreted in Low-G Man. He says he hasn't found them all, but ZFRG 

he's so excited by the discovery he's decided to disclose the ones he NGSF 

has. OK Tommy, the stage is yours: QDCZ 

Level 1 -2: LGM picks up the walker and uses the jump to land on the KCNG 

platform that hangs over the place where LGM gets his vehicle. By TRBD 

walking into the door on the platform he takes a ride on the Cyber LGCK 

Express which is full of weedy demons. Time runs out and LGM finds WGRD 

himself at the start of level 2-11 TCMF 

Level 2-1 : Only when LGM has full AGM is he able to freeze the first RBCN 

bad guy and jump into a warp hole taking him to a location named NBMF 

'Hidden'. Here LGM falls down a pit full of bonuses then crashes GPBL 

down at the start of the level with full time and every accessory imag- RBCT 
inable! RCNG 

Level 3-1 : Upon obtaining the Spider don't have LGM ascend the FCRF 

nearby chute. Instead take him to the one located to the far left. The YBRD 

door found here conceals something similar to that found in level 2-1. SGNG 

Level 4-1 : At the start of the level LGM jumps up and to the left find- GGLD 

ing another 'Hidden' room resembling that found in 2-1. 

Tom also provided two passwords that boost LGM's weapons to the 
max and provide him with eight lives. They are SHOT and LOBB 
respectively. What a hero! 


Sad and stuck on this topper Capcom platform romp? The now infa¬ 
mous Tom Johnson leaps to your rescue with the crucial passcode for 
the skull complex. The information you so desperately require is as 
follow: Bl, B5, Cl, C3, D3, D5, E2, E4. 


RUN THAT BY US AGAIN.... 


Small Tips Alert! When sending your entries to Small Tips and desper¬ 
ately bidding to win two Konami games of your choice, try to check 
that we haven't carried them before. If we have, Paul gets all upset 
and stomps about the office a lot, sticks your letter to the dart board 
and throws sticky buns at it. Only new and original tips stand any 
chance of winning the prize, so now you know! 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 






























And that, fine reader, is that - 
another NHS perfect and com¬ 
plete. Next Month we'll be 
astounding you with Par# II of our 
Zelda guide, a special guide to 
Lost Vikings and more Small Tips 
than your prescription should 
permit. What are you going to do 
until then? Enjoy the rest of the 
mag, and remember that you're 
not supposed to swallow the 
pointy pills..* 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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products with 
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CART SPtC 


O BY* KEMKO 

O PRICE: £TBA 
O RELEASE: BA 
O GAME TYPE: DRIVING 
• CART SIZE: M MEG 


E A fill INFO 


G PLAYERS: 

1-2 


• CONTROLS 

Jloypad 

O GAME DIFFICULTY 

Medium 

O CONTINUES: 

Password 

O RESPONSIVENESS: 

Not brilliant 

• 1ST DAY SCORE: 

Boat England stage. 

• GAME ORIGIN: 

Sequel to the net unsustoss- 
ful Super NES title Top Goa: 


HOWTO 


PLAWs 


Guide your 


around 


of the 


strlst 


limit 


NITRO 


ACCELERATE 


if CHANGE GEAR 
Ri CHANGE GEAR 


L/R 


START: PAUSE/UNPAUSE 
SELECT: NOTHING 


H ere I am with a press 

release on my desk warn¬ 
ing of an imminent flood of 
games based on BBC pro¬ 
grammes when what should 
land on my desk? None other 
than the sequel to the hit 
BBC2 motoring show Top 
Gear! And in true cutting- 
edge multimedia style, it isn't 
a TV show at all - it's a Super 
NES game! 

Yes, now you too can drive 
all your dream sportsters, big 
spacious family minibus 
things and never-get-off-the- 
drawing-board stupid con¬ 
cept cars from the comfort of 
your armchair, playing the 
part of that wiggy bloke with 
the annoying voice who pre¬ 
sented the original, non¬ 
interactive series. 

Now it's up to you to sad¬ 
dle up and race those expen¬ 
sive pre-production motors in 
this behind-car view driving 
game from Kemco. Race in all 
weathers - rain, snow, fog, 
sunshine, day or night - by 
yourself or with a friend. Such 
is the magic of Top Gear 2. 
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, I'm sorry 

f ' \ about this, 

Y • but I can't 

Y_ F find much 

to get 
excited 

*UK| about in 

Top Gear 
2. Fair 

BmARRQ enough, so 
EKA \E * it's pretty 
fast, but that really isn't 
enough. The controls are 
very floaty, which ruins any 
sense of realism. The game 
is also a little unrespon¬ 
sive, especially when it 
comes to gear-changing, 
which adds to the annoy¬ 
ance. And another thing: 
whether you bang into 
your opponent or they 
bang into you, you're 
always the one who loses 
speed/spins off the track, 
allowing them to race on 
ahead and bunch up in 
groups a little way down 
the track, which in turn 
makes it impossible to get 
past them. Top Gear 2 isn't 
what you could call a bad 
game - it's got sixty-four 
tracks for goodness' sake 
and a split-screen two- 
player mode which makes 
it much more interesting, 
but there just isn't any¬ 
thing to it which really gets 
me going. Not terrible, just 
typical, average, everyday, 
normal and run-of-the- 
mill. 
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mil: 1 HO FASHION 

To add an extra dimension of realism to Top Gear, 
the programmers have even included a Reverse 
option. Just like reverse gears in real life, this 
allows the player to make his/her car go back¬ 
wards, albeit at reduced speed. This gear is only 
generally usable with Manual gears. Which makes 
you think - who in their right mind would deliber¬ 
ately want to shift into reverse, and thus place 
themselves at a serious disadvantage? The mind, 
as they say, does indeed boggle. 
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i r M A BIG KID - LOOK 
WHAT ICON DO 


Whilst the shop is doubtless the centre for all things 
upgradeable, the track itself sometimes yields posi¬ 
tive benefits for your car, as weff*d$ the obstructive 
logs, tumbleweeds and roadsigns littering your way 
in this (and indeed every other) title. There are 
speed-up icons, which boost the top speed of your 
car by miles for a limited period of time,J3c$iar 
signs are also found spread over the track and, as 
you may have guessed, these are especial^jsefun 
when it comes to boosting your cash total. The 
most commonly found icons, though, are nitros. 

You start the game with five of these temporary 
speed-boosters, but picking up more of them is 
generally considered a good idea because they 
allow you to go faster more often. 
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As in just^about every other 
game oftnis genre, Top Gear 
has a choice of transmissions. 
Automatic gears are just that - 
the CPU takes over all that tricky 
gear-changing for you, although 
it must be said the computer is a 
little safe and doesn't particularly 
like to take risks with your veloci¬ 
ty. Manual gearboxes bring great 
power of decision into play, but 
remember - with great power 
comes great responsibility, and if 
you don't keep a constant eye of 
your gear situation it can spell 
disaster. 
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SLEEP, SHOP, 
DIE 


Just like in many games of this 
genre, Top Gear 2 has a fine 
shop option which makes itself 
known at the end of each level - 
provided you've finished in the 
top six, that is. One thousand 
dollars is awarded for every point 
you score - from ten for a first 
place to a lowly one for a sixth. 
The corresponding monetary rec¬ 
ompense may be spent on the 
following upgrades: 


ANDY 


ENGINE: Torque and horsepow¬ 
er are the order of the day for 
new engine buyers. Basically, this 
improves your acceleration. 
GEARBOX AUTOMATIC: 
Spending more and more cash 
on better gearboxes improves 
automated gear changing no 
end. 

GEARBOX MANUAL: Each 
upgrade buys more gears for 
your your lucky vee-hickle, giving 
you even more to worry about. 
WET TYRES: Yes, lose all your 
traction by buying these soaking 
tyres! Ha, no, that's just a little 
joke actually - they're tyres for 
using in rainy conditions. 

DRY TYRES: Surprise surprise, 
you can upgrade your dry weath¬ 
er tyres too. 

FRONT ARMOUR: Saves you 
from possible speed-reducing 
damage when you accidentally 
prang roadside objects or the 
rear bumpers of other cars. 

REAR ARMOUR: Stop those 
annoying opponents from sneak¬ 
ing up on you with improved 
rearward protection. 

SIDE ARMOUR: Well, what can 
we say, apart from "protect the 
sides of your car with this neat 
side armour." 

B W WWtJOB: Change the colour 
of you car with the paint job 
option. Even if you don't have 
any money you can still get your 
motor resprayed free of charge. 


If I hadn't been told that 
this was supposed to be 

* K/ 1 t * ie sec l ue * to utter| y 

* smart Top Gear, I don't 

think I would have 
guessed. True enough it 
j retains some of the fea- 

* * tures of its predecessor, 

J—— but in other areas it bears 

ANDY little relation. The cars 

seem to have been 
replaced by tractors - well that's what 
they sound and handle like. Also, judging 
from the speed of the cars you'd have 
thought they were being driven by your 
aunty Marjory instead of the turbo-nutter 
boy-racers of the original. That's not to 
say the game is totally without any merit 
though. More attention has been paid to 
variables such as the weather in as much 
as they've actually made an attempt to 
render it - the fog is particularly good. 
Also, I found it a lot harder. Whilst it was 
an easy feat to thrash the competition in 
TGI, the sequel makes it tough to qualify 
in the top three - even with an automatic 
gearbox. The challenge is certainly larger 
too, with a whopping sixty four tracks, 
and there are more options, bolt-ons and 
collectables than is really necessary 
given that a lot of these actually make 
little difference. Top Gear 2 could have 
been great but all the smart new extras 
seem to have been included at the 
expense of the game's notorious speed. 

A near miss. 
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LONG-TERM MEREST 
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A Loads, I mean LOADS of options and 
excellent in-game presentation. 


Title screen is completely dull 


ERAPHIES 


A Quite nice sprites and okay back 


Scrolling is a bit jerky and slow at times. 


SRBNR 


▼ Gentlemen, start your tractors. 
Particularly dreadful sound effects drawn 
out some likewise particularly poor tunes. 


PIAYABIIITY 


There's a simultaneous two-player 
option, and it's not that awful. 


T Floaty controls and annoying flaws make it 
inflating after while. 


mnunt 


A Sixty-four tracks, and M's very hard 
indeed. Things get better after the first few 
trades. 

▼ Will you have the patience to play through 
them all? 


3 


ariRAU 


Not the wont racer ever, but 
1 absolutely not the best. 


NINTENDO 66 















































Be any of the 
11 hand picked 
combat experts! 


Bandai UK 

Hedge End, Southampton. S03 4TX 


Find the secret 
command and you 
can be any of the 
eleven hand-picked 
combat experts 
ready to do battle 
in the ruins of the 
Colosseum! 

Available 
October 1993 


"The special moves 
are complex, the 
action is heated and 
fast, the graphics 
and presentation 
are superb ." 

89% Super Control. 
June 1993. 
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show to play: 

Throughout this platform- 
bass d adventure Parkwing 
confronts tho henchmen of 
the criminal agency F*O.I¥.L 
Stolen diamonds and stacks 
of gold are available for 
bonus points* f 


#/1 am the terror that flaps in the night. I am 
the winged scourge that pecks at your 
nightmares. I am Darkwing Duck!" 

Oh dear! Anyone who introduces them¬ 
selves like this is either best avoided or 
humoured to the degree of an Academy award 
nominee. Yet someone who manages to make 
such statements and is not given so much as a 
wide berth is duck-about-town Drake Mallard. 
Drake's alter-ego is a character named 
Darkwing Duck, a persona born by donning 
mask and cape, for no better reason than to 
'look good while doing good.' So you see 
Drake's ominous comments relate only to the 
prevention of crime in the city of St Canard, 
which thankfully excludes such law abiding cit¬ 
izens such as you or the fine, upstanding NMS 
lot. 

Now it happens that a spate of sinister 
goings-on in the city prompt Drake into action. 
According to his inept assistant, Launchpad 
McQuack, the unrest is the work of six master 
criminals: Quacker Jack, Wolfduck, Liquidator, 
Moliarty, Megavolt and Bushroot - all of whom 
work for the Fiendish Organisation of World 
Larceny, F.O.W.L. And so the debonair but 
slightly dippy Darkwing Duck responds to St 
Canard's cries for help in this six-stage, plat¬ 
form adventure from Capcom. 


For as long as Darkwing's face-mask remains in 
place, his keen eye misses nothing - even such 
areas invisible to the human eye. Upon firing his 
gun into such places a hidden 'Go!' sign is revealed 
through which Darkwing may enter and reap the 
benefits of a bonus stage. 


^ CONTROLS 
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* Though 

^ I'm get- 

' y ting a bit 

tired of all 
these car¬ 
toon stars 

J J JFB turned 

y platform 

super-heroes I am 
impressed by the inven¬ 
tiveness found in 
Darkwing Duck. Like Paul 
I find that Darkwing's 
exploitation of the many 
platform puzzles is com¬ 
parable to the excitement 
of destroying his foes. 
Having bonus stages 
secreted away within the 
levels is another example 
of how Capcom enjoy 
expanding on the plat¬ 
form concept. What the 
player sees is good 
enough but there is more 
gained from a little 
patient exploration which 
is a sizeable point in its 
favour. I'd debate the 
dependability of the con¬ 
trol method at times as 
Darkwing often plummets 
to his doom when he 
really ought to have 
grabbed onto a ledge. 
However, Darkwing gets 
the benefit of the doubt 
as the game is so well 
presented elsewhere. It's 
a tough choice between 
this and Duck Tales II, but 
if you like your action 
hard and long slip 
Darkwing into your NES. 


Swinging from ledge to ledge is the speedy way to 
traverse an area but the real fun is found when 
exploiting the various switches Duck encounters. 
Switches trigger devices such as falling girders, 
chains and lights and are a source of many secrets. 
One ingenious switch reveals a foot pump which, 
when bounced upon a few times, inflates a balloon 
allowing Darkwing to float over some deadly drops. 
Great, eh? 
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Disney's most recent action character ^ 
b provided the opportunity to excel on the 
NES and does so with style. 


Capcom, like Disney, seem 
to be able to reel- 
off high-quality 
^ products in their 

y sleep. With this latest joint 

effort they have dreamed 
up yet another winner. 

235SH Darkwing is a dynamic 

character and great to con- 
PAUL tro *’ His posture indicates 
that he is always ready for 
action and he doesn't leave the many 
areas of St Canard disappointed! So many 
platform games play like some kind of jog¬ 
ging-simulator with hardly any interaction 
between the central characters and their 
environments. Darkwing, however, is treat¬ 
ed to a vast playground of platforming 
opportunities. Not only is the player tested 
by the enemy characters' attacks but the 
process of guiding Darkwing from one 
place to another is a challenge in itself. All 
enemies have a unique method of dealing 
with our hero and the bosses are especially 
devious. Allow Darkwing Duck to scourge 
your NES and you won't be disappointed! 


ST RATI GY 
ACTION 
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Darkwing's character is nought without the master 
criminals and associated henchmen stalking and, 
on occasion, squawking about the city. The duck, 
responsible for keeping track of events for our hero 
is Launchpad. Before Darkwing embarks on a mis¬ 
sion, Launchpad provides the lowdown on each of 
F.O.W.L's menacing menagerie. Here are the traits 
of the treacherous initial three F.O.W.L players 
encountered by Darkwing: 

'll.. @LfO HOST fe[F0(al§)©li The city bridge is under 
construction - at least it is until Quacker Jack and 
his pals show up! This jocular jerk's teasing use of 
the bridge for evasive purposes is no joke. 

[IlhllfOCrTr 1 (r Arroo-oo! It's Wolfduck and 
his gang of fiends - wreaking havoc. Many of 
Wolfduck's accomplices hide themselves away until 
the last moment before attacking, so Darkwing's 
reflexes are his most useful commodity. Wolfduck 
himself transforms into a burly bruiser when moon¬ 
beams play about his feathers whereupon launch¬ 
ing huge crates, not to mention himself, at 
Darkwing is his game. He's quick! 


p iamb 11 irr 


With his mind set firmly on 
the job in hand Darkwing enters the sewers and 
smells a rat - or rather the Liquidator! Darkwing 
suffers crocodiles' advances and tricky encounters 
with spiked ledges. Stagnating water droplets pre¬ 
sent Darkwing with the possibility of a good soak¬ 
ing, but Liquidator himself is just a big drip. 






























\ 

' 



imagined' 


DISTRIBUTED BY IMAGINEER (U.K.) LTD 

UNIT 7 MILLSIDE IND. EST. LAWSON ROAD DARTFORD KENT DAI 5BH 
Tel: 0322 287782 Fax: 0322 293422 
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LICENSED BY 


A new planet is born and only lacks its 
leader. Could this be you? 

Are you ready to face the challenge of 
three vicious opponents who are plot¬ 
ting only for your demise? To control 
this planet you will need to begin at the 
dawn of time and fight through to the 
present and even the future. 

You must take a feeble race of cave 
men and lead them through the ages, 
progressing in technological skill until 
you are ready to fight in the Mother of 
All Battles • the final conflict to be 
fought at the end of time! 


LICENSED BY 


Run Sabre ■ A suicide mission to five 
locations infested with mutant creatures 
of all shapes and sizes, vicious and bel¬ 
ligerent. 

Embark on this mission of conquest 
by yourself or with a friend. Your 
weapons are your lethal kick, a sword 
.and ability to turn into an indestructible 
iblade, slicing the mutants open at 
touch. 

Your journey is long, your mission 
perilous but your weapons are lethal. 

Qood Luck! 


PAL VERSION 
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T here is a dimension far removed from our own - 
where real humans meet with ridiculous cartoon 
comedy characters. Its name is Pool World. Yes, sensi¬ 
ble, right-thinking, rational homo sapiens mix with 
chest-wigged, curly-mopped dodgy-moustache-wearing 
look-like-something-out-of-Starsky-and-Hutch "sports¬ 
men" who call themselves "Hustlers".Generally, these 
chaps chew a lot of gum, wear mirror shades in the 
dark and favour large medallions to off-set their torsal 
jungle. 

The people in this world are bound by one common 
factor - the game of pool. Pool is a bit like snooker, 
only because it's American, they had to simplify the 
rules a bit. And in some cases remove some of the balls 
so the game didn't run in to tricky double digits. 
Basically, instead of racking up points, a la good old 
Tommy snooker, the aim of the game is pot all of your 
balls - indentified by either spots or stripes so that's 
easy enough - and then sink the black 8-ball to 
clinch the game. There is another version 
played with only nine balls, but ■ 

that's for 


• BY: MINDSCAPE 

• PRICE: BA 

• RELEASE: TBA 

• GAME TYPE: SPORTS 
D CART SIZE: B MEG 


• PLAYERS: 

1-8 

• CONTROL: 

Joypad 

• GAME DIFFICULTY: 

Medium 

• CONTINUES: 

N/A 

• RESPONSIVENESS: 

Pretty alright 5" 

• 1ST DAY SCORE: 

Pot loads of balls 

• GAME ORIGIN: 

A conversion of0hat fine bar 
"sport" of pool* The one 
that's like snooker, not the 
swimming ones. 


• HOW TO PLAY: 

Do baffle with your trusty 
pool cues by knocking small 
numbered spheres - or 
"balls" in holes - or "poet r- 
ets" around the flat baize 
surface - or "table". 
Aim/shoot 


If you're a bit crap with angles and things and 
don't reckon you'd be very good at pool, this game 
has a feature to help you. The ball is aimed as 
usual with the cue-ball ghost cursor. Now press the 
A button once and the trajectory of the ball you've 
aimed at is displayed with flying ghost balls. This 
makes it a piece of cake to work out where your 
chosen target will end up, although the flight of the 
cue ball is left a mystery. You might think this 
would make the whole thing farcially simple, but 
the ghost path is only really an estimate, albeit a 
close one, leaving that all-important sense of 
uncertainty and danger intact. Still, if you do reck¬ 
on it peesyfies things too much, there is an option 
to turn the auto aiming off. 


Turn phantom balls off 


Zoom In/out 


CONTROLS 
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GRAPHICS 


SOUND 




The dose op views ore cpBe nice look- 


▼ Overall though, W s completely blood (root 
endwise. 


A great representation of fh* sport of 
pool, bvt not exactly majoriy heartotop' 
plngexcttementwiM. 


73 NINTEMi 


EXTREME CLOSE-UP! NOT! 

The standard view of the table in Championship 
Pool is a ten-feet-above-the-table downwards top 
plan angle. However, if this is a little remote for 
your tastes, try pressing the Y button. Go on. 
Behold, the view zooms in, allowing you to get a 
closer look at the proceedings. Press Y again and 
an ultra-close-up is the result. In this view it's possi¬ 
ble to use the L and R buttons to rotate the table, 
allowing you to check out all the angles of any shot 
right from the table top itself. To get back into the 
regular view, simply press Y a third time. It's not 
possible to actually take your shot in close-up 
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A More options than should be allowed, 
▼ That's basically H, 


A A selection of different tunes accessible 
through the tube Box option. 


▼ They're pretty crap. 
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YEAH, SPIN ON MATEY 

One of the hardest things to master in real life 
pool is putting the right spin on the cue ball. 
However, there's no such faffing about in 
Championship Pool thanks to the comprehensive 
spin guage. Press START to bring up the in-game 
options and select the SPIN option (strangely 
enough), A sub-screen pops up with a lifelike rep¬ 
resentation of the cue ball depicted, along with a 
disembodied cue. Use the joypad to move the cue 
over the exact spot of ball you'd prefer to bash, 
and use the X and B buttons to alter the angle the 
cue is held at, allowing you to bounce the little 
white fella around like you would not believe. 


Spat on ball logic and dataflod aiming 


Mat mudi varlaty It muff ba said. 
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A Tba fwa tournament* ora pretty darn 
rotkhord. 


T You're not going to be that intere§ted in 
ont'pJoyar gamai aftor a pretty fhort while. 


Chamionship Pool is cer¬ 
tainly one of the most 
comprehensive conver¬ 
ts sions of the sport on 
any machine. There's 
absolutely stacks of 
options and just about 
every permutation of 
the game is included. 

J However, pool isn't par¬ 
ticularly the most thrilling 
of sports and this is definitely reflected in 
Chamionship. Whilst the single player 
tournaments are pretty tough they're not 
particularly stimulating. If you're going to 
have a sdecond player around a lot then 
fair enough, this is a sedate but enjoy¬ 
able title - if you're on your own you'd be 
better off going to the local snooker par¬ 
adise and playing the real thing. 


RAD 































E vil alien races have had a 
bit of tough time of it 
recently. With the advent of 
Street Fighter 2 and all the 
resultant clones, those plucky 
marauders of the universe 
have had to take a back seat 
in the popularity stakes to the 
likes of Beronko, Trrikata and 
Kenkaratamalarakata. But now it's time for 
the aliens to strike a blow for shoot 'em ups 
everywhere. They've amassed forces on the 
edge of the galaxy and are preparing to 
storm the Earth, installing R-Type machines 
into every supermarket and enforcing an 
iron rule of compulsory Axelay playing. 

One man is man enough to stand up 
for mankind - Steve Manley, elite 
pilot with the Wing Command Corps. 

As soon as he hears about the des- ifl 
perate peril the world faces, Manley I 
leaps into action - springing into his 
Doomhawk IV space craft and speed- f 
ing towards almost certain death at I 

the mandibles of a million alien l 

beasts. ^ 

Of course, that's the story behind 
most shoot 'em ups. So what makes V 
this one so different from all the oth- 
ers? Absolutely not ve^y 

much, actually. What we have g < v "" 
here is less of a sequel to 
Wing Commander than a con¬ 
tinuation of the original. The 
gameplay is exactly the same, . 

but there is a host of new mis- • 

sions to challenge you. Which 
is all a bit of a shame 
because, whilst there are 
some reaH*B 


PRtSIRTATIBH 


lly good ideas con¬ 
tained within this title, the 
actual execution of the game 
is a bit off. There's no real 
feeling of forward motion, 
even when you're going at 
absolute top speed, and the 
combat is confusing as ene¬ 
mies are easily able to fly 
above or below you where 
your radar can't really show 
them. Plus space itself is com¬ 
pletely barren, like the real 
thing admittedly, and there's 
absolutely nothing to do most 
of the time. If you're a big 
fan, which I seriously doubt, 
you might like this. 

Otherwise, treat with caution. 


A Loads of intermissions and all sorts. 
▼ No options. 


BBAPBICS 


A Sprites aren t that bad. 

▼ Backgrounds are pathetic. 


SBBBB 


A Effects are quite spacey. 

▼ Tunes and effects are sparse. 


pur ability 


A Lots of interesting missions. 
▼ But no interesting gameplay. 
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A waste of some excellent ideas. 
Perhaps a further follow-up could bring 
out the potential? 




















Have you got what 
it takes to roar into 
the sunset with the 
first motorcycle racing 
simulator to hit the 
Super Nintendo? 

Race the international 
circuits with 2-player 
simultaneous split¬ 
screen action. 

If you've got the 
guts, the glory will 
be waiting on the 
winners rostrum. 


"This is a 
fun game 

especially in 2 player 
mode. Considering it's 
the first Hang-on style 
racer for the Super 
Nintendo it's worth 
checking out." 

NMS September 1993. 


Bandai UK 

Hedge End, Southampton. S03 4TX 


Available 
October 1993. 
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JURASJK PARK 




J urassic Park. A film with one amazing and 
astounding element. Yes, there is that about 
Jurassic Park which makes one's jaw drop 
and brain fuddle. What everyone wants to 
know about Jurassic Park is - how did 
Dr Grant ever manage to pull Laura 
Dern? I mean, come on, he's old 
enough to be her father for God's 
sake, and he's not exactly a Greek 
god is he? He's only about five 
foot tall and he's going a bit thin 
on top. The jammy get. I 

Anyway, if you ask me it 
serves him blinking well right 
that disaster strikes whilst he 
enjoys his overpaid weekend at 
the tropical paradise run by the 
Scots guy with the dodgy 
accent. Still, in true games 
fashion, it's your job to get 11 

him out of the mess with II Vl VI Kl 

your joypad skills. Dr IIII II mJJ 

Grant's tasks are many and Ji fj Wk 
varied and involve saving 
not just his own skin but 

everyone else's - including - X. 

the luscious, pouting Ms Dern - and thwart- x 
ing the evil dinosaur plot. Which is all very well 
for him to say, but it's down to the player to 
actually pull all this off. Bah. 


\m 

'in man. 
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CART SPEC 


• BY s €$AN 

• PRICE: £ 54.99 

• RELEASE: TBA 

• GAME TYPE: SHOOTING 

• CART SIZE: 74 MEG 
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CARIT INFO 


• PLAYERS: 

I 


• CONTROL: 

Joypad JpP 

• GAME DIFFICULTY: 

Pretty Jp 

• CONTINUES: 

Infinite 

• RESPONSIVENESS: 

Not at all good M 
G 1ST DAY SCORE: 

Stop escaping Raptors . 

• GAME ORIGIN: 

Conversion of tfte NES game 
which is basedjbn the amaz¬ 
ingly successful - and amaz¬ 
ingly amazing - film • 
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• HOW TO PLAY: 

Guide your plucky paleontpp J 
ogist around the world of//// 
Jurassic Park, avoiding or 
tranquillising the dino^amt 
around the place . 


Fire primary weapon 


Pick up object 


Fire secondary weapon 


L: Rotate toft (Interior) 

R• Rotate right (Interior) 


START: Nothing 
SELECT: Pause/unpause 


MnTENDO 76 / 


Ocean's NES and Game 
Boy versions of Jurassic 
■ 'Jft- were incredibly strong, 

I and like everyone else I 

k “*‘ f was really looking for- 
c ward to sixteen megs of 

■v ..'*53?' 16-bit super scariness. 

But whilst this is a fairly 
valiant effort to remain 
faithful to the film, there 
are a variety of annoying 
quirks which let the game down badly. 
For a start, the dinos move much too fast. 
I know old T-Rex is no slouch, but since 
when did he have an afterburner up his 
bum? This wouldn't be so bad if Grantie 
was at least halfway fit. As it is he wan¬ 
ders around like a pensioner who's lost 
his bus pass and it takes him half a sec¬ 
ond to register every move you make. 
That's half a second too long, and the 
upshot is that the game can prove more 
than a tad frustrating. The 3D sections 
do add variety and depth to the game, 
but again control proves fiddly and 
annoying at times. Graphics are fairly 
spiff and the Dolby Surroundsound a real 
treat, but at the end of the day the 
annoying gameplay quirks are enough to 
relegate Jurassic Park to the status of 
prehistoric also-ran. It could have been 
worse, but it could have been a whole lot 
better. 
































Pardon me boy, Is that the Chatanooga Triceratops? 


COPPING FOR SOME 
SCARY VD J 

In an effort to capture the film's pants-staining ter- 
rorosity, the programmers of Super NES Jurassic 
Park have incorporated a fantastic new technique 
called VD - Virtual Dinosaurs. Every time Grant 
enters one of the buildings scattered around the 
park (you know - the ones that weren't in the film) 
the viewpoint changes from the conventional three- 
quarters overhead to a first-person perspective, so 
you get to see the action through Grant's eyes - or 
goggles, as is actually the case. This makes those 
toothsome prehistoric pets much more scary as they 
leap and bound towards you, jumping up and 


gouging at your innards. Certain parts of some 
buildings require nightvision goggles, which means 
everything happens in ultra-scary ultra-green - 
more intense than ultra-violet, obviously. 



HE’S EATING EVERYTHING 
IN HIS PATH! 


Those dinos might be huge slavering slabs of mus¬ 
cle with armour-plated hides and armed to the 
teeth with, er, teeth, but they're no match for the 
plucky vertically-challenged balding professor. 
Actually, that's a big lie - they're loads more than a 
match for him, so he has to rely on the weapons he 
finds scattered around the park. See, the security 
guns shed was destroyed by the Tyrannosaurus and 
as a result the firearms were spread all over the 
shop, just waiting for our slap-headed hero to pick 
them up. However, being quite a puny weakling, 
Grant can only carry two weapons at a time from 
the following list: 

TRANQUILLISiOt ©UN Whilst these darts may be 
used against any dinosaurs, they come into their 
own when it comes to slowing down the huge T Rex 
as opposed to regular combat use. 

BOLAA humanitarian weapon if ever there was 
one, this simply wraps around the dinosaur and 
renders it trapped. Except then they explode and 
kill them. Ha. 

SHOTGUN Not particularly powerful and with a 
limited range, but it fires a spread of three shots so 
even Blind Man McGinty could hit a dino with it. 
©AS ©HENADES These stun gas grenades are 
very useful against large groups of dinosaurs. 
Especially useful for stopping stampeding 
Gallimimusesmusesmuses. 

CATTLE PROD The cattle prod uses bolts of elec¬ 
tricity to first stun and then kill dinosaurs. However, 
it needs recharging very frequently. 

ROCKET LAUNCHER The top piece of dinosaur 
killing gear, this lovely thing utterly destroys 
dinosaurs up to Velociraptor size with a single shot. 
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Spare change mate? Spare change? 



I really 
liked the 
NES ver- 
sion of 
Jurassic 
Park > at1cl 
was 

4HP eagerly 
awaiting 
ft the Super 
NES ver¬ 
sion with kooky 3D scary 
bits and 16 Megs of 
thrills. Unfortunately, 
Ocean have completely 
fumbled this one. The 
graphics are very nice 
and there's a fair bit 
going on, but the game 
speed is so incredibly 
slow it's difficult to 
believe. Not only does 
Grant crawl along at a 
pace certainly befitting 
the paunched and folli- 
cally-challenged old 
chap, but too much of the 
game consists of aimless 
wandering around the 
park. As for the 3D sec¬ 
tion, well that's not par¬ 
ticularly impressive 
either. The controls on 
that bit are abysmal - it 
takes about fourteen goes 
to get through a doorway 
because it's almost 
impossible to steer your 
chap in a straight line - it 
has more in common with 
Drunken Invalids Are Go 
than Jurassic Park. Plus 
there's not much to do 
once you enter any build¬ 
ing apart from yet more 
aimless wandering. I 
really like what Ocean 
were trying to do here, 
but it seems sloppy execu¬ 
tion has snatched defeat 
from the jaws of victory. 
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DINOSAURS / 
HAVE LOVED 


Everyone knows who the real stars 
of Jurassic Park are - Sam Neil, 

Laura Dern and Jeff Goldblum. 

However, there's also a whole bunch of nonexistent 
computer generated dinosaurs in it too, and whad- 
dya know, here they are in the game too - and still 
computer generated no less! Ha ha. Anyway, 
here's a full run down of the critters which threaten 
your safety: 


10HGTERM MEREST 


PROCOMPSOGNATHUS These cuddly little fel¬ 
lows might look harmless, but they travel in packs, 
savagely biting your scientist's ankles. They also 
have a tendency to follow Grant around and not 
leave him alone. 

DN^PlrlOSAUR These frilled beauties like to hide 
under trees where you can't see them and spit their 
acidic death phlegm at the good doctor. 
PACIWCETOALOSAUIUS These bony-headed 
chaps are actually quite peaceful, but disturb their 
patch and they'll charge at you, stitching you in the 
head until you leave the area. 

They're the goodie dinosaurs that 
were always killing Tyrannosaurs in old dinosaur 
books, and they're the stars of a scary stampede 
scene in the game of the film. 

QALL1MHMUS These peaceful herbivores are 
found grazing around the park. Should Grant let 
off a shot, they'll stampede and may cause him 
injury. However, they generally stampeded whether 
you shoot at them or not. 

V8SLOC1RAPTOR They're the ones no-one had 
heard of before Jurassic Park, and whilst they never 
topped five feet in real life they're a mighty twelve 
feet tall in the JP game. 

TYRANNOSAURUS USX Big, scary and pos¬ 
sessed of lots of teeth, the Tyrannosaurus Rex is the 
most fearsome dinosaur ever to have a cheesy 
Glam band named after it. It's also quite a preva¬ 
lent dino-force in this game. 
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MAGAZINE SYSTEM 


And Receive The Only Official 
Nintendo Magazine 



NMS is The magazine for your 
Nintendo System. Endorsed 
by Nintendo themselves, it is 
the only official Nintendo 
magazine available in the UK - 
and offers unrivalled coverage 
of what’s what on the Nintendo 
scene. NMS features more 
exclusive reviews, news and 
previews than any other mag 
could hope for. 

Put together by the cream of 
games players, NMS also offers 
the ultimate in players guides and tips, 
making it the most desirable accessory to 
your Super NES, NES or Gameboy you 
could possibly want. 

Subscribe to NMS NOW and receive 12 
issues for the price of 11 - that’s one 
issue FREE! 


Send to: NMS Subs Offer, Tower House, Sovereign Place, Lathkill Street, Market 
Harborough, Leics. LE16 9EF 

I would like to subscribe to NMS for 12 issues 

Name:. 


Subscription 
Rates 
12 issues 

United Kingdom £21.40 
Europe (Air Mail) £28.00 
Rest Of World (Air Mail) £50.00 
Subscriptions Enquiries: 

Tel. 0858 468 811 




. Post Code :. 

I enclose a cheque/postal order made payable to EMAP Images Ltd for 


£. Signed:. 

Subs will be processed as quickly as possible, but you should allow 28 days for the order to 
be processed and expect to receive the first available issue after that. 

Fulfilment: Tower Publishing, Tower House, Sovereign Place, Lathkill Street, Market Harborough, Leics. LE16 9EF 
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CART SPEC 


Footy management 
games have proved 
themselves among the 
most popular in the his¬ 
tory of gamedom, but 
incredibly Kevin 
Keegan's Player 
Manager is the first on 
any Nintendo system. To 
say the game is long 
overdue would be an 
understatement. What's more important 
is that the wait has been worth it. Player 
Manager is one of the most sophisticated 
simulations you're going to find any¬ 
where. At first sight you don't realise 
how vast the game is - but there's a 
whole world of football going on inside 
the machine. While you're battling away 
so is every other team in the league, car¬ 
rying out their own deals and winning 
and losing their own games. The game 
can take a while to get into, but once 
you're hooked into the wheeler-dealer 
world there's no escape. You'll be up all 
night trying to get your boys to the top - 
and winning your first game has a rush 
all of its own! Kick Off fans are in for a 
treat, with the closest Nintendo conver¬ 
sion yet of the Amiga classic, and the 
handy Instant Action mode puts you 
straight into the action. There are some 
fabulous looking soccer games waiting 
on the sidelines, and in terms of action 
PM will have its work cut out to keep up 
with them. But this is a soccer manage¬ 
ment game, and in those terms you'll 
probably never find one better than this. 
Highly recommended. 


C0RTR01S 




OVERHEAD KICK 


MOUSE: OPTIONAL 


START: QUIT MENU 
SELECT: QUIT OPTION 


mart \nco/imagineer 

O PRICE: BA 
O RELEASE: TEA 
G GAME TYPE: SPORTS 
O CART SIZE: 1 MEG 


G PLAYERS: 

2 

O CONTROL: 

Joypad 

G GAME DIFFICULTY: 

Tough 

G CONTINUES: 

Infinite 

G RESPONSIVENESS: 


G 1ST DAY SCORE: 

Won two maithes 
G GAME ORIGIN: 

The first footy management 
game on the Super NES. Are 
you Premier League materi¬ 
al or Sunday pub stuff? 


K EEGAN! KEEGAN! He's one of the 
greatest football pros ever to grace 
the soccer pitch. He's manager of 
Newcastle. And if you didn't know that, 
there's not really much hope for you at 
all. Anyway, the point is that the great 
man has lent his name to the first ever 
soccer management game on Super NES. 
Incredibly, despite the overwhelming popu¬ 
larity of soccer management games, there's 
never been one on any Nintendo format, 
ever. Somewhere out there are a legion of 
people who made Player Manager on best¬ 
selling home computer games in history, 
and judging from the calls this type of game 
is long overdue on console. Trust Kev to 
come to your rescue. 

Player Manager casts you in the role as, 
er. Manager of a struggling side with great 
potential but not too much talent. That's 
where you start. Where you end up is 
entirely up to you. You see, this game is 
endless. It's entirely possible to sit in 
front of Player Manager and keep play¬ 
ing until either the battery expires or 
you do, whichever comes sooner. 

Chasing promotion, gate attendances 
and that ridiculously large golden hand¬ 
shake, you're going to have to over¬ 
come a million and one problems 
along the way. Who knows, if you 
become good enough you may be juggling 
multi-million pound deals for breakfast. And if 
you're not, you probably won't have enough 
money for a round of toast... 




STRESS FOR 
SUCCESS 


Keeping your squad up to scratch 
can be a demanding business. 

AH the players have individual 
talents, but they do have one 
thing in common - they tend to 
get lazy. Keep them out of train¬ 
ing for two long and they start to 
get lethargic, sitting around 
watching Aussie soaps and gen¬ 
erally having a good time. 

Luckily there's a veritable train¬ 
ing camp on hand to put your 
boys through their paces, and 
you'll get the chance to note any 
improvements on Saturday after¬ 
noon. Because it's possible to 
recognise your players, you can 
sit back and watch while the lad¬ 
die you've been putting through 
hell on the training field puts in 
the best performance of his life! 


SELECT/HEADER/SHOOT/ 

TACKLE 


CHIP SHOT 


O HOWTO PLAY: 

PlayerManager falls broad¬ 
ly IntU two sections: assem- 
bllng and managing your 
team • There's also a handy 
Kldk Off mode. 

KICK/TACKLE 

















































RATINES 


BRfAKOOWN 


M' 


lONE-TtRM INTIIIIST 


The one, the only, and probably the 
best ever football management sim on the 
Super NES. Loads of you have already made up 
your minds to buy it and won't need any more 
encouragement from usl 
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Player Manager is really two 
games in one. The match 
sequences are fully playable Kick 
Off games, and the best 
Nintendo conversion yet of the 
Amiga classic. You can choose 
whether to merely watch while 
the computer controls your team 
itself, or actually live up to the 
title Player Manager and get 
stuck ini As you would expect 
from Kick Off, these sections are 
jam-packed with fast action, 
instinctive control and goalkeep¬ 
ers second to nonel This section 
is directly accessible from the 
main menu, meaning you can 
pick up the pad and immediately 
lay a game against either a pal 
r the machine - and the com¬ 
puter's very good I 


A Hello, I'm Kevin Keegan and no, I haven't spilt my breakfast on my tie. 
It's fashion you know, they're all wearing these nowadays. Honest! 




Start up the game and you'll find 
yourself in Keegan's office, 
equipped with everything you 
need for the upkeep of your 
team. Each part of the scenery is 
actually and icon ‘ ^ ‘ “ 

you away to the i 
within the game, 
out the 


can 

, arrange c 
ining, send 
lent - in fact. 


transfer, 
out 

just about everything. When all is 
set it's time for the game - and 
time to watch your lads trot or 
the pitch to the roar of the cro 
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ANDY agement 

sims and 

those who don't. I fall 
into the latter, although it 
must be said that this is a 
seriously good game. 
Imagineer have obviously 
spent an awfully long 
time developing a com¬ 
plete world of football 
inside the Super NES. You 
start small and build, 
taking in a fair few suc¬ 
cesses and disappoint¬ 
ments along the way. 
Because you're managing 
the team, the actual 
games take on a special 
significance - you've got 
to win and it doesn't help 
that the computer-con- 
trolled teams are very 
good! For me the game 
started to become rather 
samey after a while, but 
that's because I'm not 
really a fan. There's obvi¬ 
ously an army of soccer 
management maniacs out 
there, but we don't know 
how many own a Super 
NES. If you're a fan of fast 
action, bells and whistles, 
graphical wizardry and 
instant replays you're 
best off looking else¬ 
where. But if you want a 
deep soccer challenge 
that's going to last a.g.e.s 
and give you a very 
decent game of soccer to 
boot. Player Manager is 
the one to go for. 


MONTH 

YTAR 


There are 
two types 
of people 
in the 
world - 
those who 
go mad 


PRIStNTATION 


A Nice tidy icons, loads of front-end 
options and our Kev looking the part. 


▼ Sometimes it's hard to remember which icon 
stands for what. 


over soc¬ 


cer man 


ERAPHICS 


A Fairly simple, neat and tidy with atten- 1 
tion to detail. It's possible to recognise 
individual players. 

▼ Apart from the game, no animation to speak 
of. 


SOUNO 


A Sound is kept to a minimum, which is 
exactly what you want in this type of game. 
Whaf s there Is fine. 

▼ Key's theme tune starts to grate after a 
while. 


PIAYABIIITY 


Hugely playable Kick Off-style action 
and soccer management mayhem second to 


▼ You'll only get the most out If you're a man¬ 
agement fan. 




A One of the most lastable battery- 
backed cartridges you'll find. It's entirely 
possible to play the game until you drop. 


Die-hard action fans may not last that long. 





















































Nintendo* 


ive thousand pounds, eh? Just imagine 


I what you could do with that. You could buy 
an alright second-hand car, or a nice Holiday, 
or loads of sweets. And the government, just 
think what they could do with it. They could 
plough it into foreign aid, or the NfK, or 
alternatively they could spend ii,<m 
Mindscape's joke publicity sfum Christchurch 
by-election entry caper, Starring Alfred 


the inflatables on on<y stage, the com- 
bined lifting power df the helium 
whizzes him off to the next level. 
Unfortunately/ tfangerworfd earned its W 
name thanks to a proliferation of danger- 
ous falls onto sharpened spikes, alien 
laser beams defences and a dreaded race V 
of clockwork creatures hell-bent of chicken ■ 
death. Needless tasay this makes things a f 
bit le^jolly for our lad Alfie, although at ^ 
least he has his trusty peak to help him out. 
Pressing down on the joypad results in a bal- 
loon-freeing-type peck, whereas taking a 
jump and pulling down pulls off an incredible 
clockwork destroying effort. Suffice to say that 
this is the terror of tlWclockwork world. 

NES Alfred Chij^rt is almost an exact 
replication of the Game Boy title, with the 
almost gaudily colourful graphics the original 
deserved. The gameplay is still great fun, and 
trying to coirmleteYhe thing is an enormous 
challeng^lf^ nice to see soirtetfiing with a bit 
of oriajriality nowadays and anyone after a 
slightly more cerebral fix would do Well to 
seek this out. _ \ -r- 


CHICKENS I 
HAVE LOVED 

Alfred hi 


an ally in his quest to 
rescue/he balloons, a big ffewer 
called Mr Peckles. Mr Peckles has 
a secret room in some levels, j 
and if Alfred finds it Mr Peckles 
rewards him with a power uj/. 
Plus, irAlfred can get hold of Mr 
Peckles 7 watering can .he's given 
an extra life at the end of the 
level. What a nice man that Mr 
Peckles is. 


PBTSIBTATIBB 


Nice title screen and in-game stats bit. 
Th th th th that's all folks. 


bbaphics 


Nice sprites. Colourful backgrounds. 
Animation is a little lacking. 


sbubb 


PliYABILITY 


Very original, and very easy to get into. 
Certain sections can be difficult. 


lASTABIHTY 


Loads of levels, very difficult to complete. 
Impatient types might get a bit peeved. 


BYlBAll 


A great puzzler-type thing which is dead 
dead excellent and muchly worth buying. 
















































SUPER NINIENDO 




True arcade action. You’ll find that the only thing missing from our new Super Advantage is the coin slot. 
Okay, so we added an extra long cord. Still, it's about as close to an authentic arcade joystick as you can 
get, anywhere. The layout’s familiar, and the construction’s tough enough to handle the most challenging 
street fight or the ultimate battle for the universe. If you prefer control pads to joysticks, you’ll love the 
asciiPad (also pictured]. Either way, our controllers have a few features you won’t find in the arcades— 
state of the art effects designed specifically for today’s coolest games. Special effects like Turbo Fire, Auto 
Turbo—even Slow Motion. The Super Advantage and asciiPad, for the Super NES. IVS HOW TO WIN • 



The asciiPad. 
Small size. Big punch. 


ASOIWARE 


TM 


©1993 ASCII Entertainment Software, Inc. P.O. Box 6639, San Mateo, CA 94403 USA. ASCIIWARE, and asciiPad are trademarks of ASCII Entertainment Software, Inc. 
All rights reserved. Nintendo, Super Nintendo Entertainment System, Super Advantage, and the official seals are trademarks of Nintendo. 













O pportunity is by nature an 
elusive character. So 
when the big O makes an 
offer you can't refuse, don't - 
especially not when it's a 
Lamborghini Diablo for the 
price of a second-hand 
jalopy! 

Titus' Lamborghini 
American Challenge casts the 
player as Pam, Joe or Sly - 
three talented drivers with 
the aforementioned good for¬ 
tune. Their aim is to race to 
the top of an American 
Challenge illegal race league 
- improving the odds by using 
prize money and gambling 
proceeds to buy new engines, 
new tyres and so on. Also 
available is equipment which 
enables drivers to avoid the 
attentions of the police who 
use their robust patrol cars to 
bully motorists into submis¬ 
sion. Any damage sustained 
throughout the races is taken 
care of, for a price, at the 
garage. 


For a car 
renowned for its 
precision handling 
the representation 
of this Diablo 
feels very 
strange to control 
- as if the car is 



being steered by 
the back wheels. It's also a 
shame that the car is limited 
to only a four-speed automat¬ 
ic gearbox for the first ten or 
so races - it takes an eternity 
to amass the right amount of 
cash for a new one. Other 
cars on the road are poor 
competition. They might get 
in the way, but there is no 
feeling that they are actually 
taking part in a race of any 
kind - and even the police 
are clumsy and easily avoid¬ 
ed. The acquisition of a new 
gear box emphasises the fact 
that the only thing which 
stands between your Diablo 
and first position is a speedy 
car, not the player's skill. So 
long as the player sticks the 
game out - which is a chore - 
there is absolutely no reason 
why anybody couldn't finish 
and become tired of it within 
a week. For a game which 
seems so turbo-charged with 
ideas, Lamborghini American 
Challenge soon runs out of 
fuel. 



A Look Norman, it's the hills that never get any bigger! And they're still the same size! 
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S hould the occasion ever 
arise where there is the 
offer of having a wish grant¬ 
ed, make sure there is a dic¬ 
tionary to hand. Especially if 
your heart's desire is an 
expensive sports car. For 
future reference then, here's 
the correct spelling for 
Lamborghini. Now you won't 
ever have to settle for an MG 
instead. But what to do with 
the Lamborghini? Well there's 
always chancing the old dri¬ 
ving skills in the Lamborghini 
American Challenge, because 
if ever there was an excuse to 
earn tons of cash - and fast - 
it's this. 

Of course not everybody's 
driving abilities are too hot so 
Titus provide a choice of four 
professionals. Having select¬ 
ed a representative the play¬ 
er examines a simplistic map 
of America and decides where 
best to race. There are a few 
things to consider here. All 
the locations in the American 
Challenge have a set Fee 


which usually amounts to half 
of the Prize Money, so there is 
the chance of 100% profit 
being made even before rak¬ 
ing in the purse from the bet¬ 
ting stakes. One way of 
ensuring an easy victory is by 
having your driver com¬ 
pete against Locals 
that are either 
equal or below his 
or her standard. 

The first few 
races are defi¬ 
nitely made more 
profitable by 
challenging ama¬ 
teurs. All this 
gadding about at 
high speed is a big con 
cern for the Police - in the big 
cities such as Boston and New 
York the presence of the law 
is almost certain, whereas 
races through some of the 
smaller towns may pass 
unnoticed. Finally the weather 
affects the performance of the 
car too. It's madness to enter 
a Lamborghini equipped with 
a set of radials into a race 
through the heart of a bliz¬ 
zard. Likewise it's silly spend¬ 
ing money on snow tires for 
the sun-drenched byways of 
Miami. 

As the pile of prize money 
increases, drivers have the 
opportunity to invest in some 



extras for the car. New 
engines increase the 
Lamborghini's top speed and 
turbo-boosters offer some 
temporary, high-speed 
propulsion in cases of emer¬ 
gency. Radars that provide 
advanced warning of any 
police and radar jam¬ 
mers that confuse 
the cops' own 
detection equip¬ 
ment are equally 
as vital as super 
brakes that often 
save the car from 
some heavy colli¬ 
sions. 

There are many 
good ideas incorporated 
into Lamborghini American 
Challenge. Regrettably none 
of them develop into anything 
great or even adequate in 
any way. It is immediately 
apparent that the control of 
the car is very unconvincing - 
skittering about the road as if 
riding castors atop a polished 
table. From then on it's down¬ 
hill all the way. The rival cars 
are indistinct and the sound 
effects very poor. There aren't 
many good driving games for 
the Game Boy and 
Lamborghini American 
Challenge isn't about to set 
the situation to rights. Steer 
clear. 
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engines. 


E N G E 

RACE RIOT 

A two-player game is also includ¬ 
ed and presented in the split¬ 
screen format made popular by 
Top Gear and Super Mario Kart. 
Sadly this only amounts to a 
small series of races where both 
players' cars are powered by 
four-speed automatic gearboxes. 
The winner from a maximum of 
nine races is deigned the cham¬ 
pion - not that there's much in 
the way of reward for the winner, 
as the cart merely resets itself! 
Neither are there opportunities to 
upgrade the cars in these races, 
so one player always winds up 
waiting for the other to make a 
mistake so that they may take the 
lead. Once again skill is left twid¬ 
dling its thumbs in the pits. 
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CART SPIC 


• BY: TITUS 

• PRICE: TBA 

• RELEASE: NOVEMBER 

• GAME TYPE: RACING 


Y ■" — ■ • CART SIZE: , ■ . 
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IIA TIRES 


PRESTHTATIOH 

A Neat introductory screen. 

▼ Presentation screens are disgraceful. 

CRAPHICS 

A Swift and smooth road scrolling. 

▼ Basic spinning backgrounds. 

5RRHR 

▼ Two crap tunes and a tractor noise for the 


PIAYARIIITY 




▲ The odd movement of the car is okay. 

f L, 

1 

j j » Wwl. 
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▼ Not very thrilling at all. 
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▼ Even the least skilled players complete 
very quickly. 


RVtRAll 


There is much room for improvement 
here. Alas it was all overlooked. 



CAN CHALLENGE 



mm , 


PRTSIRTATIHH 

Password system is useful. 

The betting sequences are very tedious. 

RRAPHICS 

Scruffy, indistinct sprites and dull circuits 
fail to excite. 

SRRHR 

The Lamoborghini sounds nothing like a 
car at all. 

PlAYARIllTf 

Control over the car feels very slippery. 
Completing the races is a chore. 

lASTARIllTY 

The game isn't likely to tempt many play¬ 
ers for any substantial length of time. 

RYTRAll 

The skid-marks on the racing track of 
life. 
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• BY: mMAMi 

O PRICE: A9.99 



JUMP 

MO FUNCTION 
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U MO FUNCTION 
B: NO FUNCTION 


MTART: STARTS/PAUSES 
SELECT: NO FUNCTIONO 
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T he heroes of the Wild West were always 
prone to adopting names that didn't really 
mean anything to anyone but carried that cer¬ 
tain ring. Billy the Kid was neither a child nor 
a goat and Calamity Jane wound up being 
played by Doris Day so couldn't have been all 
that bad. The Sunset Riders, on the other 
hand, at least make some attempt to justify 
their name. Comprising four tough hombres - 
namely Steve, Cormano, Billy and Bob - the 
posse ride by night and enforce the law by 
day. Bounty hunters all, they are true grit and 
take no prisoners. They make the Man With 
No Name look a right nancy and they don't 
wipe their bottoms after a crap... 

Two players thirsty for a spate of wild west 
adventure are offered the chance to saddle up 
as one of the Riders as they endeavour to 
bring the downfall of every darn varmint with¬ 
in galloping distance of their collective hosses. 
Train robberies, chases through injun-infested 
canyons and gunfights in not-so-OK corrals all 
feature in Konami's latest quick-draw, plat¬ 
form shoot 'em up for the Super NES. 



▲ Buffalo gals go round the outside, round the 
out...ah - forget it. 





A Abe looked death squarely in the eye. He was no stranger to its embrace. 
"I want to go home," he cried. "Mum! I want to go home!" 


SADDLE UP 

Hawkeye Hank Hatfield is the man most 
wanted in stage two of the game and it is 
here that we find the Riders taking to their 
horses for a rather different approach to the 
platform theme. A train robbery is underway 
and it's up to our heroes to follow the loco¬ 
motive down the line to its destination at the 
Hatfield warehouse. Before they reach the 
end of the line, however, the riders are trou¬ 
bled by bandits tossing logs from wagons and 
gun men taking pot shots from the train's car¬ 
riages. Unfortunately there are only two levels 
where the Riders get to rest their legs as the 
majority of the game sees them travelling on 
foot. 


A "Excuse me, gentlemen, but aren't those nick¬ 
el-plated Deringer .45s? 




A "Swap you this armour-clad thoroughbred for 
that rather fetching hat..." 
















































































▼ There's just no depth - no secrets, no alter¬ 
native routes....zip! 
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A "Look, I know I got the pink horse but there's no need to show off..." 

BIG GUNS 

The Riders are divided in their loyalties in so 
far as choice in weapons is concerned. Billy 
and Steve are more comfortable packing a 
neat Colt 45 whereas Cormano and Bob are 
more confident when brandishing shot-guns. 
Both varieties of firearms have their benefits. 
The 45s are rapid firing and therefore get the 
quickest results but the shot-guns are easier 
to aim as they account for a wider area. 
Whichever opinion the player trusts there are 
opportunities to increase the guns' perfor¬ 
mance. Silver Sheriff's badges double the 
player's firepower by providing an extra rifle 
or revolver. In addition there are gold stars 
that double the strength of the revolvers' bul¬ 
lets or rifles' shot. 


SOUHO 


RAT I UBS 


A Brightly coloured and well defined, all 
the sprites and foreground decorations are 
of a good standard. The animation of the 
main sprites is lively and entertaining. 

▼ Colours too bright, backgrounds too simple. 


i 


A A Spaghetti Western style intro 
sequence looks fun and does well to set 
the feel for the game. 


The music reflects the mood of the 
game, comprising of rousing variations on 
the western theme. Much use is made of 
sampled speech and all sound effects are OK 
too. 


1 ▼ Without the intimidating bosses and 

! intriguing gameplay there is no chance of 
| ever wanting to play the game through again 

2 after completion - which doesn't take long. 


A substandard Konami title which the ^ 
company could well do without. Though 
it's fun for a while it's just not substantial 
enough for any serious player. 


A Good, no nonsense blasting fun. Yee- 
haah! 


It saddens 
me to say 
that this is 
the most 
disap¬ 
pointing 
Konami 
release I 
have 

DHUL p |a y ed - 

■ **"" * The choice 

of theme is full of poten¬ 
tial and, to some extent, it 
is explored quite well. 
Both the horseback and 
bonus gun-fight stages 
are good ideas. On the 
whole, though, its a pretty 
poor effort. Without the 
slick presentation and 
swanky music Sunset 
Riders barely hints at the 
quality of other Konami 
products. It's not the con¬ 
trols that are at fault, nei¬ 
ther is it the gameplay - 
which is fun while it lasts. 
The problems are that 
their are no jaw-dropping 
visuals, the levels are too 
short and the boss char¬ 
acters are far from over¬ 
powering. There's just no 
inspiration to carry on. 
From the company that 
brought us the classic 
Super Probotector and 
Castlevania titles this is a 
poor showing indeed. 


MMENT 


Whilst you 
can usual¬ 
ly trust 
Konami to 
turn out 
something 
pretty 
good. 
Sunset 

D£tn Ri ders 

sees an 

unwelcome change in the 
trend. The Megadrive 
version of this was pretty 
dire, but it was hoped 
that Konami would 
revamp the whole thing 
for the Super NES and 
make it a worthwhile 
product. Sadly, they fell 
foul of a couple of prob¬ 
lems. Basically, the game 
is far too easy in most 
places for its own good 
otherwise it's just frustrat¬ 
ing. Sunset Riders isn't a 
pathetic piece of software, 
but it just doesn't have 
the depth of play to make 
it a worthwhile purchase. 


IBHB-TIBIHIHTIBIST 








































“ One in four 
of our children 
leave 
secondary 
education, 
and can’t 
read properly ” 

John Major, Prime Minister 



DON'T TAX 
READING 

Write to your MP today and say "No" to VAT on publications. 


Sponsored by the Periodical Publishers Association 
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PLUS 


MAX ICE - THE COMPLETE 
IN-CAR HI-FI GUIDE 


November issue features: 

Ford Escort RS2000 Cossie 
Engine Guide - Alfa Romeo Flat Four 
Brakes Mega Test 
Steering Wheels Mega Guide 


The news from the European Ministry of 
Automotive Pleasure is good. An exciting, 
dramatic and visually splendid new motoring 
magazine has hit the streets. It's called Max 
Power, and if you're modifying your car for extra 
performance and style, it'll tell you all you need to 
know. What to do, what to buy and where to buy 
it. It's fun and jargon-free and it's out 

now, so get to your nearest magazine dispensary 
fast and unleash the beast in your car. 
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O nce upon a so-so a bright little charaj 
named Plok decided to invent his owg 
country. He did this by making himself cl 
square flag upon which he painted a r^m 
representation of himself and raised it o'c 
this house. 'Countries have to start 
PSpk thought aloud. With that theJ^HH 
coloured one went inside to ponder rules 
regulations, bank hoiidays^nationai arstii 


the tfag flying 
f by boat to 
0ok in this 
pndations of 
I by having 
farms and legs 
Electing shells 
». Other help- 
Is through 
|rrowed ban- 
aired to help 
L Arise 


on a nearby Islam 
steal it bade Assii 
quest to receive f 
an exciting new c* 
this fearless fetch 
to batter the o|H 
to improve the 1 
ful items litter thl 
which Plok gives 1 
ner. One player ij 
him make the mo 
Plokonians, arise! 


rfeamrnrriT 


Plok has 

'dfe 90,, °x^ 

/ one °* the 

most 

i averagely 

average 
platform 
games 
I've ever 

TMMUt seen. 

" MMWM There's 

absolutely nothing to 
complain about, and 
absolutely nothing t 
praise. In fact, there's not 
very much to say at all 
thanks to the complete 
and utter blandness of 
just about everything 
involved in the game. 

Plok is an averagely cute 
character with average 
skills who plods about in 
an average platform 
romp designed to appeal 
to the average player. 
Graphics are averagely 
cute, sound the same, and 
there are even a few 
average "surprises" in 
the shape of hidden lev¬ 
els and, ho ho ho, black 
and white screens. Just 
like all average platform 
games, this is average 
fun for an average 
amount of time. Then, on 
average, you'll grow tired 
of the game and it'll find 
its way into the average 
cupboard. By the law of 
averages quite a few 
people are going to buy 
this game. Hopefully 
they'll be average peo¬ 
ple, in which case they'll 
have an above-average 
time. 
































|bn the gameplay there's 
p that's logical in Plok. 
Season at all he amasses 
ns of shells to earn him- 
bctra chance in the game. 
||ases the collection of 
a certain order promptjj 
earance of a magical 
ose purpose is to sudKp 


A Looks like somebody's been drinking too much herbal tea again. 


jus© of its ability to replenish 
about as 
l^Maced as Plok's quest 
fve're afraid - his ability to 
pform into a rampaging 
:-saw blade is qute unsettling 
not for the faint hearted! 


A rule that Plbk seems keen to inst*! into the hearts 
and minds of his followers - sh&ld he ever git any 
- is that nobody should feel compelled to cho 
just one vocationCii^ife. Jhis is quite a selfish rule 
because, at present, it serves only to allow Plok to 


roles the great pretender 

tendehrfks a nd fdkds his 

3 punches at fishbon^^ 
s out of the way and torch 
lart from this Plok's actM 
fho wouldn't hurt a fly - 1 
lave a bad word said agaii 


A I'm Plokked if I can think of anything to write here. 
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RATINGS 


Mmm 


STRAUB Y 

ACTION 

CHAllTHBf 

RtfltXTS 

ORIBINAIITY 


lORCTlRRI INTEREST 


A By tht Hmt tht game starts playtn 
know exactly what's going on through tht 
informative attract soquanca and Hiiroduc- 


T Options art limited to a choke of just two 
game dtffkulHts. 


ERAPHICS 


▼ Nothing spoctacular Is soon anywhere. 


SOUNO 


PIAYARIIITY 


Plok provides easily accessible game- 1 
play that b difficult to turn aside for fear of \ 
hurting the little guy's feelings. 

▼ Mayers hungry for thrlb and spllb won't find 
them here. 


MMM 


▲ There ban element of exploration \ 
Involved preventing players from demolish¬ 
ing leveb like there's no tomorrow. Any con¬ 
tinues on offer are gained from skillful play too 
so the game's ending isn't handed to players 


on a plate. 


Though lacking severely In originality 
Plok Is a pleasant mish-mash of many 
platform Ideas and Is successful because of its 1 
quality presentation and pleasant gameplay. I 


ENT 


It is fast 
becoming 
an imme- 

/ diate turn- 

N. off when- 

_ ^ < ever a 

new title is 
presented 
in the 

PAUL form of yet 

another 

platform game. No matter 
how many 'original' fea¬ 
tures the product pro¬ 
claims to boast. Plok 
doesn't even have many 
of those but makes up for 
the lack of surprises with 
genuine good humour 
and slick playability. So 
while players aren't exact¬ 
ly guaranteed huge 
excitement they can at 
least laugh along with 
Plok without worrying 
about dodgy controls or 
frustrating limitations to 
his character standing in 
the way. Software houses 
are milking the platform 
ideal for all its worth at 
the moment, and it's dis¬ 
appointing to find the 
same approach with Plok. 
However the title is pre¬ 
sented so well that it's 
impossible to ignore its 
quality. Players in the for¬ 
tuitous position of being 
able to afford two games 
this month might well find 
that Plok is a good second 
choice though it falls short 
of being a priority due to 
its mediocrity. 


When Plok throws a punch or lets fly a kick he 
doesn't do it by halves. Indeed he commits his 
whole limbs to the purpose of protecting himself. 
Unfortunately for him there are some circum¬ 
stances where his detached arms and legs remain 
separated from his body until he collects them from 
a nearby coat hanger. Wok's other beneficial ability 
is a high-reaching, spin-jumping technique. 
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TWs offer f» purchase. 

Only one voucher con 

IZ office with your 

Lnlhly 'ohe"> °" <l 

voucher return. 


Cosh value 0.001 





In John Menzies computer departments, you’ll find remarkable deals on entertainments software across all formats. And in 
every magazine below, you’ll find another £5 voucher waiting to save you money. Buy the titles, rip the vouchers and cash in. 
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EeyyuurghM! What's that godawful smell? Where 
did this seaweed come from, and what's more, why 
are there all these little damp patches on the office 
carpet? Oh no, it's the SEAL of Quality! Fresh from 
his tour of tidal pools of the South Yorkshire coast 
and ready to add his own unique brand of fish¬ 
smelling answers to all your letters. If you've got 
any questions that need answering or comments 
that need airing, send them in to the Seal along 
with a large sum in unused mackerel (or some 
sweets. Preferably) at: I'M FOREVER BLOWING 
BUBBLES. AAOOW!! NMS, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 


Dear SEAL 

I have admired your magazine for some time and 
would really like to work on a magazine such as 
yours. I am about to start college where I am taking 
A level Art, Graphics, Photography and Media 
Studies. 

Could you please give me any advice as to how to 
work for a magazine such as yours. Could I work 
from home on a freelance basis? Would I have to 
work at your office? Would I require a degree? 

I would like to work on designing magazine covers 
or the covers for computer games. I would also like 
to be able to review games. Could you please give 
me any pointers as to where I should be going. 
Mark Stevenson, Chaddesden, Derby 

SEAL.A degree or HND in graphic design is 
pretty much essential to work on any mag, let 
alone one of such a high standard as ours, 
and you'd definitely have to work in the office. 
And we don't let designers review any of the 
games because it'd be too much for their little 
brains to handle, the poor dears. 


Dear SEAL 

I am writing to ask you a few questions about your 
mailbag, and some of he things you have said in it. 
But first I must say that Lana Baillie of Calderwood 
is a pile of manure and ought to be shot for liking 
Take That. 

The next thing is about a reply you gave to a letter 
entitled Rodney Bewes in which you said you would 
be launching a feature called Off The Shelf in 
which all the latest official releases are reviewed. 
What happened to that? I haven't seen any feature 
called that in any issue since then. Also, in the 
same reply you said you didn't review certain 
games because they were crap. Yet in the same 
issue you reviewed that excellent game Wayne's 
World, scoring a superb 1 7%. Then two issues later 
we get Kawasaki Caribbean Challenge which 
scored an amazing 36%. If these games aren't 
crap, what are they? 

In the July issue you said that you would print 



REE WEE HERMAN 


which letter was the Star 
Letter each month. If any¬ 
one else out there has spot¬ 
ted a star letter, please let 
me know. 

Lastly, your mag is brill, 
keep up the good work. I will 
continue to buy NMS as it is 
fab. 

Lawrence Pereira, Ipswich 


SEAL;My God, I bet you'll 
be writing to flaming 
Points of View before 
you're twenty-five. Anyway, 
to "answer" your "ques¬ 
tions", you obviously 
haven't noticed that we do 
have a section where we 
cover all the month's 
releases, except it's called 
Out Now, not Off The Shelf. 
It's simple enough title isn't 
it, you spitwad? I mean. Out 
Now, conjures up images of 
things being out...now, 
doesn't it? It's not difficult 
you know. And we do review 
crap games as a warning to 
people not to buy them. This I 
also would have thought was 
quite obvious, just like your 
blatantly stunted intellect. 


Dear SEAL 

I would like to complain about Mortal Kombat on 
the Super NES. I mean, leaving the blood out was 
one thing, but changing the death moves is ridicu¬ 
lous. I'm sure you like gore. Is there going to be 
any code to get the blood and the proper death 
moves back? They could make a 1 5 or 1 8 version 
of the game (I am 1 8 myself) with the blood and 
death moves or put a code and warning for 
younger children in the instruction book like "if you 
are offended by blood and gore do not enter this 
code". If Nintendo don't do something I think peo¬ 
ple with a Super NES and Megadrive may buy the 
Sega version instead. I had to get that off my mind 
because it really angers me. 

Robert Clarke 

SEAL: Nintendo like to be thought of as a car¬ 
ing family company with all cute flowers and 
fluffy ninjas, so they tend to be a bit keen with 
the self-censorship sometimes. An 18-rated 
Mortal is okay in theory, but having the two 
versions would be a right pain marketing- 
wise and would cost the company loads of 
cash, as well as the resulting adverse publici¬ 
ty. Besides which, are you so depraved that 
you must see gore at all costs? Get a grip! 



Dear SEAL 

I think NMS and MEAN 
MACHINES are so boring. You 
smell you need a bath. I only 
bought issue 1 because it was 
cheaper than bog roll. My poodle 
is more brainier than you. If you 
open one of your toes you get a 
pound of potatoes. If you give 
me insults I'll get my nan to bite 
off your goolies. I've got a poem 
for you: 

Ugly mug. Fat belly. 

Slimy slug. Smelly welly. 

Silly nit. What a pain. 

Dum dum. Ghostly ghoul. 

Big bum. Stupid fool. 

Pig face. Dopey twit. 

Nut case. YOU'RE IT! 

Drop dead 
Peter Pan 


SEAL.Er... 


MICHAEL 

JACKSON 

Dear SEAL 

In issue 1 2, in fact in the past 
few issues, you have been 
putting in adverts for spot cream 
and shoes. It's not as if we care 
about this, I mean what the heel 
has Oxy 1 0 got to do with Mario 
or any other computer game. 
Face it, you are just trying to 
rake in the cash. And something 
else. A few months ago bought a 
Japanese Megadrive and on the 
back of the box was a modem 
with carts that link to game 
libraries. Is there such a thing 
coming out for the Super NES? 
The Jolly Roger, Buckhurst Hill , 
Essex 

SEAL:Yeah, hah, you've rum¬ 
bled our little game there. 
We're actually a front for a zit 
cream and footwear racket 
and this is how we launder 
our proceeds. And we would 
have got away with it if it 
wasn't for you meddling kids. 
Actually, the reason is if we 
didn't have advertising each 
copy of the mag would cost 
about ten hundred pounds, 
and shoe and spot cream 
people's money is as good as 
anyone else's, thank you very 
much. 


JERRY LEE 
LEWIS 

Dear SEAL 

Just a short letteroo. Could you 
tell me what it is like to be such a 
star in such an amazing mag as 
NMS? Have you ever considered 
getting a part in a TV show? I 
think you would look wonderful 
on Coronation Street. Anyway, 
cut the crap. Why is your letter 
section so boring and only a T- 
Shirt for the top letter. I know 
there is a recession but surely 
you could give something else? 
Even if you don't send in the best 
letter you should get a fiver - 


unless you are geek of the 
month. Even if you don't give 
away a fiver what you should do 
is give each person who writes in 
a T-Shirt and the best a Super 
NES. Hint hint. 

Daryl Mealrin, Guernsey 

SEAL: Actually, NMS T-shirts 
are worth more than fiver you 
geek. And we all know full 
well what you really want the 
money for... 

ROMAN 

POLANSKI 


Dear SEAL 

Have you heard about Future 
Publishing's newest mag "The 
Edge"? It's supposed to be the 
first "serious" multi-format mag. 
Now, exactly what does that 
mean? No offence to Future but 
I think that every other magazine 
out there should take offence 
because aren't you saying that 
they don't take their jobs seri¬ 
ously? Either that or the mag will 
be like all those PC magazines 
out there, you know, massive 
500 paged tech manual style 
instruction booklets. If all mags 
were like that wouldn't life get a 
bit boring? So what if some 
magazines get too silly or crack 
jokes too often, it adds interest to 
the magazine. I think Future 
were a bit arrogant in saying The 
Edge is the first serious games 
mag. I remember a while back 
another multi format mag that 
was a bit on the serious side - 
ACE - it sort of got snuffed out by 
a mag called Mean Machines. 
What is your opinion on "The 
Edge", SEAL? 

Eddie Lau 

SEAL:I must admit it does get 
my hackles up when anyone 
comes along and dismisses 
any part of the consoles scene 
as being juvenile. It seems 
that anyone with a sense of 
humour is automatically just 
plain stupid, which isn't the 
case. Anyway, how exactly do 
I get these shoelaces tied? 




tern. Also I have heard- 
ed their is a DSP chip 
for the Megadrive, is 
this true and will it 
be better than 
Seta's DSP chip 
used in FI 
Exhaust Heat 2 
which runs at 22 
MHz or even the 
Super FX chip. 
Also why the hell 
are nearly all 
Super NES game 
making an apear- 
ance on the 
smegadrive for ten 
pound cheaper? This is 
making more people turn 
to Sega for game playing frills. 
Nintendo get game in return but 
they are not as good as the MD 
versions. 

Scott Saunders 


JONES 

Dear SEAL 

I was woundering if you consider 
this to be be a fair test. Compair 
the Super NES to the Mega CD 
because this is what nearly all 
Sega magazines are doing. But 
now Mean Machines are com¬ 
pairing the Sega saturn to the 
Super NES. This is completly 
unfair as the Mega CD and 
Falcon are CD machine and the 
Super NES is a cart based sys- 


SEAL:Oh dearest readers, this 
letter was typed in verbatim 
simply to show that computer 
games can damage your 
brain. Please take note of his 
bumbling, confused, pointless 
and dull argument, and also 
of the absolute vacuum of his 
literary skills and remember 
to do your homework. 







HARVEY 

PROCTOR 

Dear SEAL 

I have written to ask a few things 
about NMS. How come you 
never give away any good free 
gifts any more? I mean, a coupla 
more pence ain't going to leave 
us skint. I would like more things 
like Videos, CDs and posters. 

Oh, and another thing, my next- 
door neighbour reckons SF Turbo 
will be over £100, is this true? 
Steven Moey?, Mexham, 
Northumberland 

SEAL:Well, the gifts weren't 
exactly free now, were they? 
And unlike you, some people 
would prefer a sensibly - nay, 
generously - priced mag sans 
gift I'm afraid. But keep an 
eye on the next couple of 
issues, Steve for news of 
forthcoming gift action. 


MIKE 

TYSON 


Dear SEAL 

Did you know that there are 
more seals in the world than 
there are blades of grass in a 
garden acre? Our seas have a 
hell of a seal population prob¬ 
lem. Seals are taking over the 
world - there's even one on the 
EMAP pay roll. Where will it end? 
My advice to everybody reading 
this is to buy a double-barrel 
shotgun like I did, go down the 
beach and blast the hell out of 
them, like I do. 

SEAL, do us all a favour and top 
yourself. 

Graham MacDonald , Evanton, 
Ross-Shire , Scotland 

SEAL;That might be a bit diffi¬ 
cult considering I don't actu¬ 
ally exist. I'm just a piece of 
artwork, an icon used to ark 
good games, not a proper 
seal at all. Go and have a 
nice lie down, there's a good 
chap. 


DIANE KEEN 


Dear SEAL 

I reckon that in your next month page you should 
have (along with next month's contents) a small 
column called Wise Words Mate. Every month you 
could give the NMS readers points of advice to help 
them over the coming month. Here's a few exam¬ 
ples: 

1. Whilst watching Top of the Pops, ensure you 
don't slip into a coma by simply turning your telly 
off. Alternatively, switch over to another channel. 

2. Homeless readers, ensure you get a warm bed 
for the night by simply dressing up as Jeremy 
Beadle and walking around until some right-think¬ 
ing member of the public gives you a good kicking. 
Presto! A bed at your local hospital. 

3. Readers, if you're going into a bank make sure 
you don't have a large semi-automatic machine 
gun or the attendant may mistakenly think you are 
going to rob them and hand you a large sum of 
cash. 

Anyway, you get the idea. Oh, and by the way, the 
Yesterday, Tomorrow and last Tuesday captions are 
great, don't get rid of them. 

Zak, Braniei Belfast 


SEAL :Your ideas are sooo funny that I just 
couldn't start laughing. As far as those cap 
tions are concerned, keep your eyes on 
Megatech for their resurgence. 


TOM GUISE 

Dear SEAL 

I am quite angry. It happened when I read yor sec¬ 
tion in issue 10. Who the hell does James 
McCluskey think he is, slagging off England like 
that? After reading his comment I was thoroughly 
peed off, but I can honestly say that after reading 
your reply I laughed and cooled down. Saying that 
we barely ever see the sun, well this is utter bull. 

We can't help where our beloved country is posi¬ 
tioned, also, who in England gives a toss about the 
temperature of your summers. Ahem, Xmas, tradi¬ 
tionally a snowy, cold but nice day, well in Australia 
where the hell's that gone eh? Oh, and are you 
slagging off Mr Major? Well come over here and 
say that. And if you've failed to realise where the 
best steel in the world's made, I'll tell you - 
SHEFFIELD. I suggest that you think before putting 
pen to paper. Oh and who cares if NMS isn't mak¬ 
ing a big profit in kangarooland? It's doing well 
enough here without your lot chipping in. Anyway, I 
feel a load better after saying that. Sorry for the 
bad language, I just simply had to let it out. 

Davigi Macleod, Newark , Notts 

SEAL:And another thing, Britons never never 
never shall be slaves, give them all the bus 
fare home etc etc etc. Why don't you try writ¬ 
ing for the Daily Mail instead of bothering us 
you reactionary pinhead? We'd be quite oblig¬ 
ed if you'd stop buying our magazine thanks, 
we don't like being associated with your sort. 


Well that's quite enough for this month. I'm off to 
hang around a couple of fish-packing plants in Hull 
that I know about and sample some of those great 
fish byproducts. I'm not coming back until the NMS 
mailbag is once more brimming with quality corre¬ 
spondence, so it's probably going to be a long trip. 
But for now , it's Arf! Arf! from me until next time. 
ARE! ARF! 
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W hen we left Jazza last month his 
special answering trousers were 
looking so ragged that theatrical 
agents were offering him parts as the 
Artful Dodger. So this month he’s 
decided to invest in a brand new pair 
of his celebrated precocious pants. 
This time the gusset is reinforced 
with a unique high-carbon steel alloy 
to protect his nether regions from 
even the most probing of your ques¬ 
tions. But these miracle pants won’t 
last forever, so let’s just go easy on 
him for the first few months - no 
more crap SF2 questions please. 
Here he is now, his trousers are a bit 
new and rather unfashionable so no 
laughing, right? Over to you, Jaz! 


11 iff Dear Rignall, 

I can’t stand your bleak Q&A system. For a start, 
there is no real point in having it as future releases 
are covered in NNN. But the thing that gets me is 
your pathetic, glib, dreary, snappy answers that lack 
any wit whatsoever. It’s a pity having worked with 
Steve Jarrat on Zzap some of his skills didn’t rub off 
on yer. I mean just look at his responses to a similar 
type of section in his mag.When the readers have an 
inane question Steve answers in a similarly inane 
way, making for a more enjoyable read. I suppose if 
this gets printed it’ll get the usual juvenile comment. I 
couldn’t really care as I won’t be buying this crap to 
read it again. Oh, and Rignall... Rignall? You sur¬ 
prise me, still reading? What’s a VOOFD? in issue 
12.1 think you mean VOORD! You know, the only 
sensible thing you said was when you said that 
Impossible Mission was the most perfect game ever 
written. Too true! You’re still reading eh? Well 
shouldn’t this be in little pieces by now? Or are you 
going to take my advice and scrap your terrible QA 
whilst demoting yourself and elevating that jolly 
decent chap Tim Boone as man at the top. In the 
meantime I’ll go and read Total! to cheer myself up. 
D Camfield, Stratton, Lancs 


JAZ:We at the NMS offices would like to 
take this opportunity to say how gutted we are at 
the tragic loss of this reader. We would also like 
to pass on our condolences to Total! for their 
tragij; gain of such a sad waste of space. He’s all 
your^ lads, enjoy him. 


a 



DUSTIN GEE 


Dear Jaz, 

Please answer these questions: 

1. When will Lethal Enforcers 
come out and will you be able to 
play it with the Super Scope? 

2. When will Cool Spot come out 
for the Super NES? 

3. Any more news about the 
Super CD? 

4. When is Super Off Road - The 
Baja coming out? 

5. When will Kirby’s Pinball come 
out for the Game Boy? 

6. Which of the following are com¬ 
ing out for the Super NES: Super 
Kirby, Rocket Knight Adventures 
and Rolo to the 

JAZ:1. TBA and TBA. 

2. Cool Spot was on show at 
the ECTS but a release date 
hasn’t been announced. 3. It’s 
been scrapped, apparently. 4. 
Next year sometime. 5. TBA. 6. 
None. 
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TED RAY 


Dear Jaz, 

Did you know that Street Fighter 
II: The Movie is in production? I 
heard that the movie will be 
directed by Steven De Souza and 
stars Cynthia Rothrock as Chun 
Li. Also rumour has it that the film 
will carry an 18 certificate and will 
be released in Autumn next year. 
Have you got any information on 
this development. 

Michael Ajose, _ 

Wanstead 

- □ 

JAZ:Everything you 

say is correct, except the 
Cynthia Rothrock bit - which is 
currently looking a little dodgy. 


Dear Jaz, 

I own an NES and have had it for 2 months so I don’t 
know a lot about it. 

1. In the mag called N Force it reviews a game called 
Joy Mecha Fighter which is rated 100%. Please 
could you review this game because I am sure NES 
owners would like to hear about it and I would like to 
see what you would give it. 

2. Please could you give me some cheats for Super 
Mario Bros and Ferrari Grand Prix because I find 
them quite hard. 

3. have you any info on the new US NES which I 
have heard about? 

I look forward to your reply and your next magazine. 
Shane Hopkins, Gwent, S. Wales 


JAZ:1. I’d say that no game, no matter 
how good, is worth 100%. We’ll review it if we get 
a copy in. 2. You don’t need cheats, you need 
counselling. 3. It has been redesigned to look 
more “moderne” that’s all. 



BERNARD BRESLAW 


- Dear Jazza, 

I have a Super NES. Please could you answer these 
questions... 

1. When will Clayfighter be out and how much will it 
cost? 

2. Which should I buy, Striker or Super Star Wars? 

3. Is Asterix worth getting? 

4. When will Jurassic Park be out and how much? 

5. Is Robocop versus Terminator any good? 

Andrew Mulley, Leamington Spa, Warks 


JAZ:1. A firm release date is still to be 
confirmed, however it will sell for a Street 
Fighter-busting £44.99. 2. If you can afford it, 
both. If you can’t and you’ve got a mate to play 
with, Striker. 3. It’s average, have a look and 
decide for yourself. 4. Soon and TBA. 5. It’s too 
early to tell at the moment. 



















□ DICKIE HENDERSON 

Dear Jaz 

Can you answer the following questions: 

1. You say that Mario Land 2 on the Game Boy is too 
easy. I’ve had the game for nine months and I still 
can’t complete it, yet I completed Mario Land 1 on 
my second go. 

2. Will Data East’s Fighters History come out for the 
Super NES? 

3. Will you ever do the SF2 soundtrack on tape? 

4. Will you ever follow up the SF2 trading cards that 
Mean Machines gave away? 

5. Will any of the following ever appear on the Super 
NES: Aliens-The Arcade Game, Galaxy Force 2, 
lemmings 2, X-Wing, Starblade, Cadillacs and 
Dinosaurs and Jungle Strike? 

6. Why did Mean Machines split up? 

7. Why do you call every one-on-one beat ‘em up a 
clone of SF2 when that is in fact a clone of Human 
Killing Machine? 

8. Why did you say that Final Fight 2 was one of the 
best games you’d ever seen in issue 6 but only gave 
it 58°o in issue 10? 

Scott Sharman, Haverhill, Suffolk 


JAZ:1. That's not a question, it’s a state¬ 
ment to the nation of your gaming ineptitude. 2. 
No plans have been announced. 3. No. 4. 
Possibly. 5. No, no, yes, no, no, no and probably. 
6. Musical differences. 7. Ho hum. 8. Because we 
like to lie to people like you. 



Please could you answer these questions as they’ve 
been on my mind for ages. 

1. Is Super Empire Strikes Back a 16-meg cart? 

2. My mate says you need a special adaptor to play 
Mario All Stars on an English Super NES, is this 
true? 

3. Will there ever be a Super NES Kirby? 

4. Is SF2 Turbo the best game on the Super NES? 
(Questions 5, 6 and 7 have been omitted due to their 
excessive SF2 Turbo banality.) 

8. I’ve heard that there’s going to be a SF3 with four 
extra characters, is this true? 

9. Is there a cheat to get all the gore on Mortal 
Kombat? 

Robert Smith, Douglas, Isle of Man 


JAZ:1. Probably, but does it really mat¬ 
ter? 2. Not if you buy the official version which 
should be out soon. 3. We haven’t heard anything 
yet but we sincerely hope so. 4. It’s certainly the 
best beat ‘em up and probably the best two-play- 
er fun, but there are so many other great games 
out there as well. 8. The game you have heard 
about is called Super Street Fighter: The New 
Challenge and you’ve probably read about it in 
this very mag by now. 9. Yawn! 





BENNY HILL 


Dear Jaz 
Please print the answers to my 
question or I will go mad. 

1. Is World Class Cricket coming 
out for the Super NES? If so, 
when? 

2. Are there any sports games 
using the FX chip coming out? 

3. Are there any snooker games 
out on the Super NES? If not, are 
there any planned? 

4. Have you got a life? 

Colin, Liverpool 



JAZ:1. I've heard from 
our Aussie pals that there are 
plans for a Super NES version, 
but that’s all I know. 2. Yes, 
Super FX Darts is being 
released next year. 3. No 
snooker games just yet, but 
look out for Championship Pool 
- It may not be snooker but it’s 
got balls in it. 4. Yes, I’ve got 
four, actually. 


BERNI WINTERS 

Dear Jaz, 

I’ve got some questions that I’d 
like you to answer, so here we 

go... 

1. Is there such a game as Mario 
and Wario for the Super NES? If 
so, when will it be out and how 
much will it cost? 

2. How can I back order your 
mag? I get really annoyed when 
people ask you and you say “By 
back order”. 

3. This may sound a bit boring but 
why don’t you show some of the 
joysticks and joypads that are 
coming out, because I’ve seen 
some really good ones recently. 
Anyway, that’s enough from me, 
now I’ll go and write a letter to the 
Prime Minister. Thanks for those. 
Gavin Jones, banbury, 

Oxon 


JAZ:1. Reviewed in 
this very issue. 2. By back 
order - read the small print by 
the editorial pages. 3. We do 
review joysticks occasionally, 
but they’ve got to be pretty 
good cos we re dead choosy 
here you know. 





Just in case you missed the review, here he is 
again. Mario, do your stuff... 
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Dear Jaz, 

Last month you didn’t answer my questions so could 
you answer these? 

1. Is Zelda 4 coming out for the super NES? 

2. What is the saddest game you’ve ever seen? 

3. Is Sensible Soccer any good? 

4. Is FI Exhaust Heat worth buying? 

5. Who is the saddest person in the NMS office? 

Edward Atkinson, Dewsbury, W. Yorks _ - 


JAZ:1.1 daresay that there’ll be a Zelda 
4 sometime but nothing has been announced yet. 
2. It would have to be a toss-up between Tom and 
Jerry, Alien vs Predator or Captain Novolin. 3. 
Yes. 4. Yes. 5. Steve Merret - he had to be 
dragged out of the office screaming. 



CHARLES HAWTRY 


Dear Jaz, 

I think your mag is excellent but there are a few 
questions I would like to ask: 

1. Are there any plans for a Batman versus Predator 
game? 

2. Is it true that there is going to be a Mario American 
Football game? 

3. A rival magazine of yours said that Battle Clash is 
total rubbish. What do you think? 

4. Why don’t you have a reader advertising page any 
more? 

Sam Geall, London 



JAZ:1. No. 2.1 don’t think so. 3. Total 
rubbish. 4. Because nobody wants to buy sec¬ 
ondhand readers any more. 


PLEASE DON'T GO, PLEASE 
DON'T GO... 

So, with his specially reinforced gus¬ 
set steaming but relatively undam¬ 
aged, Jazza heads off into the sunset 
for another month. If you’ve got any 
burning questions you feel will tempt 
him out from his ivory tower write off 
to: O GREAT LORD JAZZA. PLEASE 
HEAR MY QUESTIONS. YAY, I 
UNDERSTAND THAT ANY CRAP- 
PETH STREETFIGHTER QUESTIONS 
WILL BE VERILY CHUCKED BIN- 
WARDS WITH GREAT VELOCITY 
Q&A, NMS, Priory Court, 30-32 
Farringdon Lane, London. EC1R 3AU 
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ADAMS FAMILY II 

10,088,300. Tom Gilmore, 
Donaghmede, Dublin. 

ALIEN III 

56 hrs 10 mins. 

Completed in three days. 
Jeffrey Charles, West 
Ham, London. 

AXELAY 

2,243,970. Mark Fenn, 
Cheshunt, Herts. 

CONTRA SPIRITS 

9,999,999. Tom Gilmore, 


Donaghmede, Dublin. F-1 EXHAUST HEAT 


CYBERNATOR 

2,286,220. Tom 
Gilmore, Donaghmede, 
Dublin. 

DESERT STRIKE 

3,487,900. Kate 
Newfeld, Barnsley, 
South Yorkshire. 

F-ZER0 

104,000. Master Level, 
King League. Keith 
Pullin, Hotliner. 


Japan course: 1:53:55, 
maximum 160 points. Scot 
Munday, Marton, 

Blackpool (Scot strikes a 
blow for fogeys every¬ 
where with his unprintably 
long sheet of ace scores!) 

KRUSTY'S FUN HOUSE 

23,718 NickiKyne, Hemel 
Hempstead, Herts. 

MAGIC SWORD 

2,500,702. Jani, Hoytown, 
Scotland. 


PAR0DIUS 

7170200, Jake Griffiths, 
Sarratt, Herts (an incredi¬ 
ble score, with a photo as 
proof!) 

STARWING 

Level Three-. 70 000 (with 
photograph as proof!) 
Alisdair Smith, Nantwich 
(Rad's home-town! Tough 
luck!), Cheshire. 


SPIDERMAN AND X- 
MEN 

13,657,680. Tom 
Gilmore, 

Donaghmede, Dublin. 

STREETFIGHTERII 

1,181200, Tony Pread, 
London N17 

SUPER ADVENTURE 
ISLAND 

509,900. Tom Gilmore, 
Donaghmede, Dublin. 


SUPER ALESTE 

8,952,643, Paul Stokes, 
Aberdure, Wales. 

SUPER GHOULS 
AND GHOSTS 

462,200 (Hard) Peter 
Amor, Clevedon Avon. 
(Indeed he is). 

SUPER MARIO KART 

Special Cup: 

DONUT PLAINS 3:1: 
41:50. Best Lap 19:57. 
Stewart Matson, 
Teignmouth, Devon. 
KOOPA BEACH 2:1: 
10:18. Best Lap 13: 84. 
Stewart Matson, 
Teignmouth, Devon. 
GHOST VALLEY 3:1: 


38: 88. Best :Lap 19: 
01. Stewart Matson, 
Teignmouth, Devon. 
VANILLA LAKE 2:1: 
14: 68. Best Lap 13: 
78. Stewart Matson, 
Teignmouth, Devon. 
RAINBOW ROAD: 1: 
40:49. Best Lap 19: 
73. Ian Gallacher, 
Glasgow, Scotland. 

SUPER MARIO 
WORLD 

9,999,990. Peter Gray, 
Aughton, Lancashire. 

SUPER R-TYPE 

4,057,100 Michael 
Barmby, Wakefield. 


SUPER STAR WARS 

1,206,300. Tom Gilmore, 
Donaghmede, Dublin. 

SUPER TENNIS 

750 Sarbjit Singh Gill, 
Huddersfield. 

UN SQUADRON 

2,700,905. Jani, Hoytown, 
Scotland. 

WWF ROYAL RUMBLE 

Won Royal Rumble in 56 
secs, Nick Deacon & Scott 
Dimmock, Ascot, Berks. 

ZELDA ill 

Completed with only two 
tries. (Photo as proof!). Sue 
McNamee, Loughton, Essex. 


I magine the scene. The television, you and a con¬ 
sole between the two. A cartridge is loaded. Bang! 
The game's title appears momentarily on screen as 
fingers hammer feverishly at the start button to 
begin one last ditch attempt at trashing the high 
score. Somebody shouts through the door to the 


room - your meal is on the table. So what! Go away! Holy 
dinosaur! You are the game, the game is you. It's all so 
perfect. Yes! You've done it! Oh happy! Oh Joy! De-ar N- 
M-S! Yes! Yes! Yes! I await your efforts. 


THE SCORE MONITOR (MK IV) 




BART ESCAPES FROM 
CAMP DEADLY 

374,712 Danny Offield, 
Ilfracombe, Devon. 

BATTLET0ADS 

36,270, Bob Pullen, 
Doncaster, S Yorks. 


BURAI FIGHTER 

6291, Sarbjit Singh Gill, 
Huddersfield, W Yorks. 

DOUBLE DRAGON II 

22,781, Sarbjit Singh Gill, 
Huddersfield, W Yorks. 

CHOPLIFTERII 

7250, Tim Johnson, 
Reading, Berks. 


CONTRA 

364,700 Bob Pullen, 
Doncaster, S Yorks. 

GOLF 

21 under par (Japan). 
Marc Peachey, Ipswich, 
Suffolk. 

KIRBYS DREAM LAND 

464,280, Gavin 


Richardson, Bishops 
Stortford, Herts. 

NINTENDO WORLD 
CUP 

97-0, Sarbjit Singh Gill, 
Huddersfield, W Yorks. 

REVENGE OF THE 
‘GATOR 

1,970,810, Gory Male, 
Finedon, Northants. 

R-TYPE 

89,950, Bob Pullen, 
Doncaster, S Yorks. 


R-TYPE 2 

552 385, Paul Hammond, 
Dereham, Norfolk 

SUPER MARIO LAND 

578,249, Neil Gillibrand, 
Carterton, Oxon. 

SUPER KICK OFF 

10-0, Ian Lea, Wigan, 
Lancs. 

TURRICAN 

1,167,350, Robin 
Andrews, Dalkeith 




Stop dreaming, fool. It's your ecstatic word against my metallic drone. Without proof it simply isn't logical for this 
Score Monitor to accept that such a claim is bona fide. My refined solar-circuited self has the power to discern 
between the truth and most of the lies but evidence of the light-sensitive type is kinder to the fuse. Don't blow it! 
Send a photograph of your monumental achievements and a camera's eye-view of your good selves to: 


I NEARLY WET MYSELF SCORING THISSO 
THE LEAST YOU CAN DO IS PUT IT IN THE 
MAG, HIGH SCORES, HHIS, 30-32 
FARRINGDON LAME, FARRIHGDON, 
LONDON KIR 3AU. 


SYSTEM: 


GAME TITLES 
SYSTEM: 
SCORE/LEVEL: 
GAME TITLE: 
SCORE/LEVEL: 
GAME TITLE: 
SYSTEM: 
SCORE/LEVEL: 



CALIFORNIA GAMES 

(BMX)85,690 
(HALF PIPE)21,352 
(FOOTBAG)159,710 
Richard Smith, Hull. 

CASTLEVANIA 

1,700,000 Matt Childs, 
Norwich, Norfolk. 

CHIP ‘N’ DALE 

3450, Patrick Girvan, 
Dungannon, Co. Tyrone. 

DUCK TALES 

$12,820,000 Adam Hopkins, 
Gwyhedd, Wales. 

GAUNTLET II 

17,380 Jonathan Burnett, 
Cramlington. 

GREMLINS II 

5246 Robert Wood, Seaforth, 
Liverpool. 

HOOK 

3,710,300. Marc Grant, 
Edinburgh, Scotland. 

HYPER SOCCER 


73-0 Paul Butterfield, 
Hampstead, London. 

MARBLE MADNESS 

50,546, Patrick Girvan, 
Dungannon, Co Tyrone. 

MEGA-MAN 

12,297,000. Shane Potts, 
Macclesfield, Cheshire. 

NINTENDO WORLD CUP 

103-0 Germany v Cameroon, 
Kevin Brockwell, Uxbridge, 
Middlesex. 

PR0B0TECT0R 

1,518,000, Steffen Sletvold, 
Norway. 

SNAKE, RATTLE AND ROLL 

989400. lain Cruickshank, 
Oldmeldrum, Aberdeenshire. 

SUPER MARIO BROS 

714600, Richard Eyre, 
Stonehouse, Larkhall. 

SUPER MARIO BROS 3 

3,785,000. Andrew Hall, 
Reading, Berkshire. 




SUPER NES DEALS 

SUPER NES WITH STARWING 

& ONE NINTENDO JOYPAD - GENUINE UK 
VERSION. SAVE £17 .112.99 

SUPER NES WITH MARIO ALL STARS 

& ONE NINTENDO JOYPAD - GENUINE UK 
VERSION. SAVE £17.112.99 


SUPER NES AS ABOVE WITH STARWING OR MARIO ALL 
STARS COMPLETE WITH SONY 14" FST KVM1400 COLOUR 

TV/MONITOR AND SCART LEAD, save £43 on rrp . 295.99 

SUPER NES WITH STREETFIGHTER TURBO 

& ONE NINTENDO JOYPAD - GENUINE UK VERSION. SAVE £17. 122.99 

SUPER NES WITH STREETFIGHTER TURBO AS ABOVE 
COMPLETE WITH SONY 14" FST KVM1400 COLOUR 
TV/MONITOR AND SCART LEAD, save £43 on rrp. 305.99 




SONY KVM1400 
14” FST 
COLOUR 
TV/MONITOR 
WITH REMOTE 
CONTROL. 

60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, LOOP AERIAL. 
FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE OR SNES). 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
• = NEW GAME 


OUR 

PRICE 


NIGEL MANSELL’S 

WORLD CHAMPIONSHIP.39.99 

OUTLANDER •.49.99 

PEBBLE BEACH GOLF.49.99 

PGA TOUR GOLF .44.99 

PIERRE LE CHEF*.49.99 


ADDAMS FAMILY 2 - PUGSLEY’S 


BUBSY BOBCAT 


CAPTAIN AMERICA • .. 
CHAMPIONSHIP POOL* 


LAGOON* . 

LAMBORGHINI • 


LOST VIKINGS 


MEGALOMANIA* .49.99 . 

MICKEY’S MAGICAL QUEST .59.9! 

MORTAL KOMBAT.59.9! 

MYSTIC QUEST .39.9! 

NBA ALL STAR CHALLENGE * .49.9! 

NFL QUARTERBACK CLUB *.59.9! 

NHLPA 93 ICE HOCKEY .44.9! 


..44.99 

...37.49 

PILOT WINGS . 

.39.99 



PINK PANTHER* . 

.49.99 


...34.99 

PLOK* . 

.39.99 

..44.99 

...39.99 

POP ‘N’ TWINBEE . 

.49.99 

..44.99 

...37.49 

PRINCE OF PERSIA . 

.49.99 


...43.99 

PUSH OVER. 

.39.99 

..44.99 

...39.99 

REN AND STIMPY * . 

.44.99 

..44.99 

...39.99 

ROAD RUNNER (LOONEY TUNES) 

49 99 

..44.99 

...37.49 

SENSIBLE SOCCER • 

49 99 

..44.99 

...39.99 

SIM CITY . 

.39.99 


...40.49 

SKYBLAZER *. 

... 49 99 

39.99 

...34.49 

STARWING . 

.49.99 

..39.99 

...33.49 

STREETFIGHTER 2 . 

.64.99 

.49.99 

...44.99 

STREETFIGHTER TURBO *. 

.59.99 


...44.99 

STRIKER . 

.... 44 99 

.49.99 . 

...44.99 

SUNSET RIDERS*. 

.... 49 99 

.49.99 . 

...39.99 

SUPER ALESTE. 

.44.99 

.49.99 . 

...39.99 

SUPER BOMBERMAN * . 

.49.99 


...40.49 

SUPER CASTLEVANIA 4. 

.44.99 

.44.99 . 

...39.99 

SUPER GHOULS AND GHOSTS. 

.39.99 

.49.99 . 

..39.99 

SUPER GOAL. 

44 99 


..39.99 

SUPER KICK OFF . 

. 44 99 

.44.99 . 

..36.99 

SUPER MARIO KART 

39 99 


..32.99 

SUPER MARIO WORLD . 

44 99 

.49.99 . 

..43.99 

SUPER PROBOTECTOR . 

.44.99 


..39.99 

SUPER PUTTY . 

44 99 

.49.99 . 

..39.99 

SUPER R-TYPE . 

.39 99 

.49.99 . 

..41.99 

SUPER SMASH TV. 

...44.99 

.49.99 . 

..39.99 

SUPER SOCCER . 

39 99 

.49.99 . 

..43.99 

SUPER STAR WARS. 

....49.99 

49.99 . 

..37.99 

SUPER STRIKE EAGLE . 

....49.99 

.44.99 . 

..35.49 

SUPER TENNIS . 

....39.99 

.54.99 . 

..44.99 

SUPER WWF WRESTLEMANIA 

44 99 

49.99 . 

..43.99 

TERMINATOR 2 - 


.44.99 . 

..37.49 

THE ARCADE GAME * . 

...49.99 

.44.99 . 

..37.49 

TINY TOON ADVENTURES - 


.59.99 . 

..51.99 

BUSTER BUSTS LOOSE . 

....49.99 

.44.99 . 

..37.49 

ULTRAMAN . 

....39.99 

.49.99 . 

..39.99 

VEGAS STAKES. 

...39.99 

.49.99 . 

..41.49 

WARPSPEED . 

....49.99 

.39.99 . 

..33.49 

WING COMMANDER 


.44.99 . 

..39.99 

SECRET MISSIONS *. 

...49.99 

.49.99 . 

..41.49 

WORLD LEAGUE BASKETBALL 

39 99 

.49.99 . 

..44.99 

WWF ROYAL RUMBLE. 

....59.99 

.59.99 . 

..49.99 

YOSHI’S SAFARI (SCOPE 6 GAME) • 

...39.99 

.49.99 . 

..43.99 

ZELDA 3 - LINK TO THE PAST . 

....39.99 


.43.99 

.49.99 

.49.99 

.33.49 

.43.99 

.51.99 

.35.49 


..33.49 

..44.99 

..41.49 

..39.99 

..44.99 

..32.99 

...44.99 

...33.99 

...40.49 

...41.49 

...35.49 

...39.99 

...41.49 

...39.99 

...32.99 

...39.99 

...40.49 

...55.49 

...49.99 

...40.49 

...42.49 

...37.49 

...39.99 

...37.49 

...32.99 

...37.49 

...35.99 

..32.99 

..37.49 

..37.49 

..40.99 

..32.99 

..37.49 

..32.99 

..41.49 

..42.49 

..32.99 

..34.99 

..43.99 

..40.49 

..28.49 

..33.49 

..32.99 

..44.99 

..32.99 

..53.99 

..34.49 

..32.99 

..42.49 


FOR A FREE CATALOGUE 
PLEASE CALL 

0279 600204 



GAMEBOY DEALS 

GAMEBOY WITH NO EXTRAS. 
GENUINE UK VERSION. 

FREE KONIX GB HOLSTER. 

.39.99 

GAMEBOY WITH STEREO HEADPHONES, 
BATTERIES, TWO PLAYER LEAD AND TETRIS. 
GENUINE UK VERSION. 

FREE KONIX GB HOLSTER. .49.99 


GAMEBOY GAMES 

• = NEW GAME 

ADDAMS FAMILY 2 - PUGSLEY’S 

SCAVENGER HUNT* .23.49 

ALFRED CHICKEN .23.99 

ALLEYWAY.13.49 

ASTERIX .23.99 

ASTEROIDS .12.99 

BALLOON KID .20.49 

BART VS JUGGERNAUTS .14.99 

BATMAN - 

THE ANIMATED SERIES * .21.99 

BATTLE OF OLYMPUS .23.49 

BATTLESHIP* .23.99 

BATTLETOADS.21.49 

BATTLETOADS IN 

RAGNAROK’S WORLD *.21.99 

BILL AND TED’S 

EXCELLENT ADVENTURE .17.49 

BOULDER DASH .21.99 

BURAI FIGHTER DELUXE .13.49 

CASTLEVANIA .14.49 

CASTLEVANIA 2 


CHESSMASTER. 

.20.49 

CHUCK ROCK *. 

.20.99 

DARKWING DUCK*. 

.21.99 

DR. FRANKEN 2. 

.23.99 

DR. MARIO . 

.20.49 

DRACULA *. 

DROPZONE* . 

DUCK TALES. 

.23.99 

.21.49 

EMPIRE STRIKES BACK. 

F15 STRIKE EAGLE . 

.21.49 

.23.49 


FIDGETTS *.23.49 

FIRE FIGHTER *.23.99 


FLINTSTONES .21.49 

FORMULA 1 RACE (WITH FOUR 

PLAYER ADAPTOR).25.49 

GARFIELD *.24.99 

GARGOYLES QUEST .13.49 

GEAR WORKS*.20.99 

GOLF .18.49 

JACK NICKLAUS GOLF .21.49 

JURASSIC PARK .24.49 

KIDDRACULA .22.49 

KID ICARUS .20.49 

KIRBY’S DREAM LAND .20.49 

KRUSTYS FUN HOUSE .19.49 

LAST ACTION HERO *.20.99 

LAWNMOWER MAN * .23.49 

LEMMINGS .22.49 

LETHAL WEAPON * .23.99 

LOONEY TUNES .25.49 

MARBLE MADNESS.20.49 

MARIO AND YOSHI .20.49 

MEGA MAN 2.20.49 

MERCENARY FORCE .21.99 

METROID 2.13.49 

MICKEY’S PUZZLE *.23.99 

MORTAL KOMBAT *.26.99 

MOTOR CROSS MANIACS.14.49 

MYSTIC QUEST* .25.49 

NIGEL MANSELL’S WORLD 

CHAMPIONSHIP *.22.49 

NINTENDO WORLD CUP.20.49 

OTHELLO .13.49 

PINBALL DREAMS .23.49 

POPULOUS.23.49 

PRINCESS BLOBETTE .13.49 

R-TYPE.22.49 

RADAR MISSION .20.49 

RAGING FIGHTER.22.49 


REN AND STIMPY * .22. 

ROAD RASH *.23.49 

SIDE POCKET .20.49 

SOLAR STRIKER .13.49 

SPEEDY GONZALES *.24.! 

STAR TREK.25.49 

STAR WARS .22.49 

SUPER JAMES POND* .23.49 

SUPER MARIO LAND .20.49 

SUPER MARIO LAND 2 .25.49 

SUPER RC PRO-AM.21.99 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE*.21.99 

TENNIS . 19.49 

TERMINATOR 2.14.99 

TERMINATOR 2 - 

THE ARCADE GAME .23.49 

THE SIMPSONS - 

ITCHY AND SCRATCHY * .23.99 

TINY TOON ADVENTURES.21.49 

TINY TOON ADVENTURES - 
MONTANA’S 

MOVIE MADNESS * .21.99 

TIP OFF (BASKETBALL).23.49 

TOM AND JERRY 2 *.23.99 

TOP RANKING TENNIS .20.49 

TRACK AND FIELD .24.49 

TURRICAN .14.49 

TURTLES 2.25.49 

UNIVERSAL SOLDIER.12.99 

WIZARDS AND WARRIORS .20.49 

WWF SUPERSTARS.21.49 

WWF SUPERSTARS 2.24.49 

WWF WRESTLING 3 * .23.99 

YOSHI'S COOKIE .18.49 

ZELDA - LINK’S AWAKENING *...22.49 
ZEN - INTERGALACTIC NINJA ...22.49 


SUPER NES EXTRAS 
JOYPADS 

DRAGON SPEEDPAD (WITH AUTOFIRE).9.99 

FREEWHEEL STEERING WHEEL FOR SNES. 
PLUGS INTO JOYPAD PORT. SUITS MOST 

DRIVING GAMES.24.99 

LOGIC 3 LOGIPAD SN FOR SNES. 

THE WORLD’S FIRST FULLY MICROSWITCHED 

JOYPAD. WITH AUTO FIRE.13.99 

NINTENDO CONTROL PAD .15.99 

NINTENDO SCOPE 6 LIGHT GUN 
WITH SIX GAMES. GENUINE UK VERSION. ...39.99 
NINTENDO SCOREMASTER JOYSTIC WITH 
SLOW MOTION AND TWO SPEED AUTOFIRE 35.99 
PHASE 9 OBLITERATOR WITH AUTOFIRE 

(TWO SPEED) AND SLOW MOTION.13.99 

QS160 SUPERCON 2 JOYPAD 

(WITH SLOW MOTION AND AUTOFIRE).10.99 

QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN HOLD UP TO 
THREE PRESET MOVES IN MEMORY. IDEAL FOR 
GAMES WHERE SPECIAL MOVES USING MORE 

THAN ONE BUTTON ARE REQUIRED.28.99 

QUICKJOY SN PROGRAMMABLE JOYSTICK 

WITH AUTOFIRE AND SLOW MOTION.35.99 

QUICKJOY SN PROPAD 
(WITH SLOW MOTION AND 

TWO SPEED AUTOFIRE).11.99 

SAITEK MEGAMASTER I JOYSTICK WITH 
AUTOFIRE AND SLOW MOTION 

(MICROSWITCHED).18.99 

SAITEK MEGAPAD II WITH AUTOFIRE 

AND SLOW MOTION.11.99 

TURBO TOUCH 360 (TOUCH 

SENSITIVE JOYPAD WITH AUTOFIRE) .18.99 

LEADS 

SCART LEAD - SUPER NES TO 

TELEVISION WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR 

CBM 1084S MONITOR.12.99 

NINTENDO STEREO AUDIOVISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD).15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 3). 
PROTECTS CARTRIDGES FROM MOISTURE AND 

DUST (COLOURS MAY VARY).6.99 

LOGIC 3 MULTI CASE CARRY BAG (EXTRA 
COMPARTMENTS FOR LEADS, JOYPADS AND 
GAMES) .12.99 

GAME GENIE (GAMES ENHANCER, ALLOWS 
CHEAT CODES TO BE ENTERED FOR INFINITE 
LIVES, CREDITS ETC. BOOK OF CODES 
INCLUDED).37.99 


MANGA VIDEOS 

PLEASE NOTE THAT DUE TO THE NATURE 
OF SOME OF THE VIDEOS WE ONLY 
ACCEPTED POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE 
STATE *1 AM OVER 18' ON YOUR ORDER. 

• = NEW VIDEO 

3X3 EYES (RATED 18) .10.99 

3X3 EYES PART 2 (RATED 15) *.9.99 

AKIRA (RATED 15) .12.99 

AKIRA DOUBLE PACK (RATED 15) .17.99 

CRYING FREEMAN PART 1 (RATED 18) *.10.99 

CRYING FREEMAN PART 2 (RATED 18) * .9.99 

DOMINION TANK POLICE 1 AND 2 (RATED 15) ...12.99 
DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

DOOMED MEGALOPOLIS (RATED 15).9.99 

DOOMED MEGALOPOLIS 2 (RATED 18) * .9.99 

FIST OF THE NORTH STAR (RATED 18) .12.99 

HEROIC LEGEND OF ARISLAN 1 (RATED PG) ...10.99 
HEROIC LEGEND OF ARISLAN 2 (RATED PG) • ...10.99 

JUDGE (RATED 15)*.9.99 

LENSMAN (RATED PG) .12.99 

ODIN (RATED PG) .12.99 

PROJECT A-KO (RATED 15).12.99 

R.G. VEDA (RATED PG).12.99 

TETSUO - THE IRON MAN 

(LIVE ACTION - RATED 18) *.12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18)*.12.99 

TETSUO DOUBLE PACK 

(LIVE ACTION - RATED 18) * .17.99 

THE ULTIMATE TEACHER (RATED 15) *.9.99 

UROTSUKIDOJI - LEGEND OF THE OVERFIEND 

(RATED 18) .12.99 

UROTSUKIDOJI 2 - LEGEND OF THE DEMON WOMB 

(RATED 18) . 12.99 

VAMPIRE HUNTER D (RATED 15) .12.99 

VENUS WARS (RATED PG) .12.99 

WICKED CITY (RATED 18) * .12.99 


We only supply official UK products. Official suppliers of all 
leading brands. We sell games and peripherals all at 
amazing prices for Megadrive, Master System, Game Gear, 
Super NES, Gameboy, NES, Lynx, Amiga, Atari ST, PC, CD 
ROM and Apple Mac. And we sell T-shirts and cuddly toys! 
Special Reserve Club Shop at The Maltings, 
Sawbridgeworth, Herts. 

Open from lOamto 8pm 7 days a week. 
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Special Redcute memL&vi can have all tlviA.. can yO'U? 

©READ NRG Regular Club Magazine 
CHOOSE from our Huge Selection 
& BUY at Best Possible Prices 
§6 SAVE with our Special Deals 
§§ SAVE more with our XS Coupons 
© WIN up to £60,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There’s no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204, 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 
FREE-to-enter BIG TARGET COMPETITIONS. With currently 

£10,000 worth of prizes to be won in every issue of NRG. 

That's why over 170,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

Open til 8pm Mon-Sat, 10am til 8pm Sundays. 

10am to 5pm Bank Holidays. Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitably some games listed may not yet be available. Please phone sales on 
0279 600204 to check availability before ordering. In the event of delay we issue 
refunds on request at any time prior to despatch. We reserve the right to change 
prices without prior notification. E .& O.E. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, 
Sawbridgeworth, Herts. CM21 9PG. 

Club Shops at Sawbridgeworth (address above) and 
at 43 Broomfield Road, Chelmsford, Essex. 

All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 


MEMBERSHIP FEES 6 MONTHS ONE YEAR 
TRIAL ANNUAL 

MEMBERSHIP MEMBERSHIP 

UK MEMBERS 4.00 7.00 

OVERSEAS EC MEMBERS 6.00 9.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 


TWO YEARS 
WITH FREE 
HARD BINDER 

14.00 

18.00 

22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) 


MARK 


Address_ 


Postcode 


Phone _ 


Enter membership number (if applicable) or 

NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


1 

I item 


1 

■item 


item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/SwitchA/isa (Switch Issue No 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per Item. Non-software Items please add 
25%. Hardware Items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 




























































































































































































































































































































































SEBBEBBEBBBBEBBBBBBBB 




Welcome Mends to the part of the magazine that 
we sooo love to write and you just can't wait to 
read - the Game Index. And guess what, this 
month we've decided to make it a bit more inter¬ 
esting. To this end we have hidden the word 
"antidisestablishmentarianism" somewhere in the 
copy. A free game will wing its merry way to the 
first reader who tells us of its hiding place. 

Happy hunting!! 


SUPER NES 


ADDAMS FAMILY 

SEAL OF QUALITY 

Glossy platform game which is great fun to 
ploy. 

OVERALL:90% 


ADDAMS FAMILY 2 - 
PUGSLEY'S SCAV¬ 
ENGER HUNT 

Highly polished presentation and solid, if 
unoriginal, gameplay 

OVER ALL: 89% 


AMAZING TENNIS 

SEAL OF QUALITY 

Takes a bit of getting into, but worthwhile 
once mastered. 

OVERALL* 1% 


AQUATIC GAMES 

Limited and stupid "sports" package. Crap. 

OVERALL:49% 


ASTERIX 

Lack of variety lets down otherwise spiffing 
platformer shock. 

OVER ALL: 7 3% 


BLUES BROTHERS 

Badly programmed platform charade. Avoid 
like the wind, noble readers. 

OVERALL* 7% 


BOMBERMAN 

Brilliant four-player action. 

OVERALL:93% 


BRAWL BROTHERS 

Better-than-average Final Fight clone, worth 
a look if you can't wait for Final Fight 2. 

OVERALL:84% 


BURST THE BOBCAT 

Don't believe the hype, as Public Enemy 
might say. 

OVERALL:79% 


CALIFORNIA GAMES 2 

Totally sacrilegious, destroys the reputation 
of the Cali Games phenomena, er dude! 

OVERALL:20% 


CHESTER CHEETAH - 
TOO COOL TO FOOL 

Insipid pile of old trousers in platform guise. 

OVERALL:69% 


CHUCK ROCK 

Amusing and action-packed platform puz¬ 
zler. 

OVERALL:89% 


CLAYMATES 

Great-looking platformer that falls short of 
the smart mark by being too frustrating. 

OVERALL:80% 


COMBATRIBES 

Badly executed and very boring indeed to 
play. 

OVERALL:46% 


CONTRA SPIRITS 


SEAL OF QUALITY 

Incredible Super NES classic. An essential 
purchase. 

OVERALL* 5% 


CYBERNATOR 

SEAL OF QUALITY 

Almost as good as Contra, and also a top pri¬ 
ority buy. 

OVERALL*3% 


DESERT STRIKE 

Novel twist to the shoot 'em up genre and 
highly enjoyable, if rock hard. 

OVERALL:83% 


DEVIL'S COURSE GOLF 

This is absolutely awful, it really is. 

OVERALL:39% 


EVO 

Steer your organism through the trials of 
evolution in this gaming equivalent of watch¬ 
ing paint dry. 

OVERALL:70% 


EXHAUST HEAT 

SEAL OF QUALITY 

In-depth racing sim of doom. Less faffing 
than in the sequel. 

OVERALL*2% 


BLAZING SKIES 

Great graphics, shame about the shallow and 
frustrating gameplay. 

OVERALL:49% 


EXHAUST HEAT 2 

SEAL OF QUALITY 

Technically accomplished and groovy follow 
up to the original. 

OVERALL*2% 


FINAL FIGHT 

SEAL OF QUALITY 

Top quality beat 'em up which deserves a 
good home. 

OVERALL*2% 


FINAL FIGHT 2 

Tragic waste of effort. 

OVERALL:58% 


FIRST SAMURAI 

Tragic Amiga port-across. Avoid at all costs. 

OVERALL:62% 


FLYING HERO 

Average cutesy shoot 'em up. Andy likes it 
though. 

OVERALL:64% 


F-ZERO 

SEAL OF QUALITY 

Flagship triumph of Mode 7. A definite das- 


OVERALL*0% 


GODS 

Challenging and pretty original, but clumsy 
controls and total Super NES capabilities 
bypass. 

OVERALL:80% 


GP-1 

Dire, uncontrollable and unrealistic "race" 


OVERALL:65% 


GUNFORCE 


AIIAITEAina TOOL 


Slowest game ever, and ridiculously easy to 
boot. One to not buy at any cost. 

OVER ALL: 29% 


IREM SKINS GAME 

Relaxing golf knockabout. Probably the best 
Super NES golf game around right now. 

OVERALL:76% 


JAKI CRUSH 

Minor gameplay erraficisms mar this other¬ 
wise splendid pinball sim. 

OVER ALL: 86% 


JIMMY CONNORS PRO 
TENNIS TOUR 

Fiddly controls and faulty collision put this 
out of the league of Super Tennis. 

OVERALL:79% 


KAWASAKI 
CARIBBEAN CHAL¬ 
LENGE 

Hideous and shallow monstrosity. 

OVERALL:36% 


Kl Kl KATAI 

SEAL OF QUALITY 

Fantastic shoot 'em up which is as tough as 
tough can be. 

OVERALL*0% 


LEMMINGS 

SEAL OF QUALITY 

Fabola puzzle game for people with lots of 
patience. 

OVERALL*2% 


LOST VIKINGS 

Takes a bit of getting into, but this 
puzzle/platformer is really quite good. 

OVERALU80% 


MARIO ALL-STARS 

SEAL OF QUALITY 

It's amazing. It iiiiiss. It iiiiiiiiss. 

OVERALL* 5% 


MARIO PAINT 

The novelty soon wears off, and all aspects 
are too limited to really make this worth the 
cash. 

OVERALL:65% 


THE MAGICAL QUEST 
STARRING MICKEY 
MOUSE 

Brilliantly presented and good fun for a 
while, but it's hopelessly easy. Bah. 

OVERALL:79% 


GOOF TROOP 

A highly-polished puzzle game from Capcom 
that suffers, but only slightly, from being a 
bit easy. 

OVERALL* I % 


MECHWARRIOR 

Not much variety, but this is a tough giant 
robot battle simulation which is great fun. 

OVERALL* 1% 


MONOPOLY 

Do you like playing Monopoly on your own? 
Then buy this. Otherwise, steer clear. 

OVERALL:56% 


MORTAL KOMBAT 

SEAL OF QUALITY 

Fantastic conversion of the arcade original. 

OVERALL*2% 


ON THE BALL 

A fast and furious arcadey puzzle game spoilt 
by its complete easiness. 

OVERALL*2% 


PAPERBOY II 

Wobbly controls, abysmal graphics and 
almost no gameplay. What a waste. 

OVERALL* I % 


PILOTWINGS 

SEAL OF QUALITY 

The novelty doesn't lost long, but underneath 
Pilotwings is complex and highly enjoyable. 

OVERALL*0% 


PUSHOVER 

The puzzles aren't too taxing at first and the 
game doesn't seem very polished, but this is 
still quite good fun. 

OVERALL*8% 


Q*BERT III 

Odd controls and lovely backgrounds but 
loses its appeal after a couple of days. 

OVER ALL*0% 


RANMA 1/2 II 

Excellent two player beat 'em up not even 
worth a glance in one-player mode. 

OVERALL: 79% 


RIVAL TURF 

A poor man's Final Fight. Not enough action, 
variety or playability. 

OVERALL*8% 


ROCK AND ROLL RAC¬ 
ING 

Interplays pretender to the Mario Kart crown 
just falls short of true greatness. Definitely 
worth a go though. 

OVERALL*8% 


ROCKY RODENT 

Slow-moving and ultimately dull platformer. 

OVERALL: 73% 


MARIO IS MISSING 

Edutainment finally strikes it lucky. This is an 
engaging detective puzzle thing. 

OVERALU84% 


SHADOWRUN 

SEAL OF QUALITY 

Simply incredible futuristic RPG. Buy it now 

OVERALL:90% 


SIM CITY 

SEAL OF QUALITY 

In depth city-building strategy classic. 
Absolute must for all budding town planners. 

OVERALL:93% 


SMASHBALL 

Surprise office hit takes a very old idea and 
brings it bang up to date. Great laugh in two- 
player. 

OVERALL*9% 


SONIC WINGS 

The leading contender for the most feeble 
weapons award. Leave it on the shelf. 

OVERALL* 1% 


STREETFIGHTER 2 

SEAL OF QUALITY 

Most famous game ever A splendid conver¬ 
sion which everyone should have by now. 

OVERALL*6% 


WBRBRERERRRRERKEEEERRREEREEERE 


STREETFIGHTER 2 
TURBO 

SEAL OF QUALITY 

Got more money than sense? Can't live with¬ 
out a handful of extra bits bolted onto your 
Streetfighter cart? Then this is for you! 

OVERALL: 97% 


STRIKER 

SEAL OF QUALITY 

Possibly the best soccer game on any 
machine. 

OVERALL*2% 


SUPER ADVENTURE 
ISLAND 

Wonderboy hits the Super NES. Good fun but 
too easy. 

OVERALL: 78% 


SUPER BACK TO THE 
FUTURE 

A nice enough looking effort, but one which 
is ultimately devoid of fun. 

OVERALL:64% 


SUPER CASTLEVANIA 

SEAL OF QUALITY 

One of the best platform beat 'em ups on the 
Super NES. A definite must-have. 

OVERALL* 1% 


SUPER FORMATION 
SOCCER 2 

KIPPER OF COMMISERA¬ 
TION 

Inept sequel which does nothing to improve 
dodgy prequel. 

OVERALL:35% 


SUPER GOAL 

Limited selection of moves and superhuman 
keepers put the nails in the coffin of this one. 

O VERALL:60% 


SUPER JAMES POND 

Poor collision detection and horrendous slow 
down spoil what would otherwise be a 
fantabulous game. 

OVERALL:78% 


SUPER KICK OFF 

Nowhere near as good as it should have 
been. Wait for Striker instead. 

OVERALL*3% 


STARWING 

SEAL OF QUALITY 

Skrikes! Incredible shoot 'em up. Every home 
should have one. 

OVERALL*6% 


SUPER MARIO KART 

SEAL OF QUALITY 

Superb, and challenging, comedy race game 
featuring Mario and pals. 

OVERALL:92% 


SUPER NBA BASKET¬ 
BALL 

SEAL OF QUALITY 


Very dead good and deep basketball sim rec¬ 
ommended to fans and non-fans alike. 

OVERALL:92% 


SUPER PUTTY 

Pretty great game featuring the stuff that 
keeps your windows in as its main character 
Worthy of your attention. 

OVERALL* 7% 


SUPER R-TYPE 

Bad case of the slowdown and low difficulty 
level makes this look very dated indeed. 

OVER ALL*6% 


SUPER SLAM DUNK 

Clever Mode 7 basketball game. A bit fiddly 
but highly enjoyable nonetheless. 

OVERALL*8% 


SUPER SOCCER 

Technically outstanding but awkward to play 
and limited soccer game. 

OVER ALL: 79% 


SUPER STAR WARS 

SEAL OF QUALITY 

Superlative platform game which packs a big 
challenge with fantastic music too. 

OVERALL*4% 


SUPER TENNIS 

SEAL OF QUALITY 

Loads of moves, spot-on speed and a lengthy 
challenge make this the best tennis game 
ever. 

OVERALL*4% 


SUPER GHOULS 'N' 
GHOSTS 

SEAL OF QUALITY 

Ultra-hard platform adventure revelling in its 
own brilliance. 

OVERALL:94% 


SUPER TETRIS 2 

SEAL OF QUALITY 

It's Tetris and, as a result, it's really good. 
Bonus game BomBliss is likewise smart. 

OVERALL*3% 


SUPER TURRICAN 

Absolute waste of time conversion of an 
ancient C64 title that wasn't much cop. 

OVERALL:68% 


SYVALION 

Original and responsive but repetitive and 
ultimately exceedingly dull. 

OVERALL*! % 


TINY TOON ADVEN¬ 
TURES 

SEAL OF QUALITY 

Ultra-cute and staggeringly varied platform 
game which is destined for classic status. 

OVERALL*3% 


SUPER MARIO BROTH¬ 
ERS IV 

SEAL OF QUALITY 

Graphics look a bit dated now, but the game 
is still as amazing as ever. One of the best 
video games of all time. 

OVERALL*8% 


TOM A JERRY 

THQ have done it again! Yes, once more, that 
notorious software house has turned in yet 
another contemptible effort. Tom and Jerry is 
a platform game and it is very bad indeed. 

OVERALL:37% 


TRODDLERS 

A fine and dandy puzzle game which is best 
with two players. 

OVERALL* I % 


TUFF E NUFF 

Only four characters and no real scope for 
tactical play, but there's loads of moves and 
it's faster than Streetfighter 2. 

OVERALL:89% 


UN SQUADRON 

SEAL OF QUALITY 

Very very hard and certainly impressive. 























Another Capcom shoot 'em up winner 

OVERALL: 94% 

VIRTUAL SOCCER 

SEAL OF QUALITY 

Hudsonsoft's worthy contender for the footy 
sim world cup, and what a sterling effort it is 
too. 

OVERALLS 3% 

WING COMMANDER 

Over-presented and under-gameplayed, 

Wing Commander is a rather boring flight 
sim. 

OVERALL:62% 

WOROTRIS 

Not good enough to justify the price tag, but 
still a taxing and enjoyable puzzle game. 

OVERALL: 79% 

WWF ROYAL RUMBLE 

Tedious grapple battles spoil an otherwise 
excellent game 

OVERALL: 78% 

MANORS'* ADVEN¬ 
TURE 

Doesn't look much, but Xandra's Adventure is 
tough, absorbing and highly playable. 

0VERALL:89% 

YOSNI'S COOKIE 

Brilliant two-player puzzler, not so hot in sin¬ 
gle mode 

0VERALL:87% 

YOSNI'S SAFARI 

OK SuperScoper, but waaaaay too easy. For 
drainpipe diehards only. 

OVERALL: 77% 

EELDA III 

SEAL OF QUALITY 

Huge, sprawling and very difficult RPG. A 
classic if you've got any patience whatsoever. 

OVERALLS 5% 

20MBIES 

SEAL OF QUALITY 

Absolutely smart, though slightly spooky 
shooter with B-Movie references. Buy with all 
due haste! 

0VERALL:94% 

NES 

ADDAMS FAMILY 

Very few new ideas to be found here, but 
Addams Family is still quite a jolly platform 
jape. 

0VERALL:71 % 

ADVENTURE ISLAND II 

Wonderboy hits the NES. Mildly enjoyable 
but ultimately unrewarding. 

OVERALLS I % 

ADVENTURES OS 1040 

Intriguing isometric puzzle game. Very chal¬ 
lenging but rather too sedate. 

0VERALL:74% 

AIRWOLF 

Unoriginal and uninspiring, but o pretty solid 
blast all the same. 

OVERALL:75% 

ALIENS 

Atmospheric and generally brilliant platform 
shoot 'em up. 

OVERALL:84% 

SAD DUDES 

Too slow, too slow and too badly pro¬ 
grammed to be of any interest at all. 

OVERALLS 9% 

BALLOON HUNT 

Great fun at first, especially in two-player 
mode, but the appeal quickly wanes 

OVERALL:74% 

BART VS TNE WORLD 

A dodgy and bland game. V poor. 

OVERALL:35% 

BATMAN 

SEAL OF QUALITY 

Incredible graphics and sound back up a 
long, challenging and highly enjoyable title. 

0VERALL*2% 

BATMAN lit RtTUAN 
OFTHIJOKMA 

Looks great, sounds great, reasonably origi¬ 
nal, and very challenging. 


OVERALL:83% 

BATMAN RETURNS 

Not bad Double Dragon-type beat 'em up 
which gets better further in, but still isn't 
earth-shattering. 

OVERALL:74% 

BATTLE OF OLYMPUS 

Solve those puzzles! Play that role! Not as 
good as Zeldo 2! 

OVERALL:79% 

BATTLETOADS 

SEAL OF QUALITY 

Long, arduous and taxing beat 'em up/plat¬ 
form game from Rare. Great fun, especially 
in two-player mode. 

OVERALL* 1% 

BATTLETOADS DOUBLE 
DRAOON 

Involving beat 'em up with plenty on the 
variety front. 

OVERALL: 82% 

BASEBALL 

Slow, unresponsive and lacking in all those 
stats and things baseball fans like. 

OVERALL:60% 

BAYOU BILLY 

Three-in-one type affair here, with a light 
gun level too. Good fun, but not essential. 

OVERALL:79% 

BIONIC COMMANDO 

One of the hardest NES games ever ever. 
Good fun, but the difficulty level could put 
some players off. 

OVERALL* 1% 

BLACK MANTA 

Poor graphics disguise a varied and very 
playable game. 

OVERALL:80% 

BLADES OF STEEL 

Ice Hockey sim with obligatory beat 'em up 
section Good fun for single players, but best 
in 2-up mode. 

OVERALL:85% 

BLASTER MASTER 

SEAL OF QUALITY 

Blaster Master might be old, but it's still 
absolutely incredible. Great graphics, and 
heaps of variety. Essential purchase. 

OVERALL* I % 

BLUES BROTHERS 

Grotty platform game in which you guide the 
Brothers around the landscape avoiding 
things. It's boring, inane and the graphics 
aren't much cop. 

OVERALL:40% 

BLUE SHADOW 

Excellent platform game with Ninja combat- 
style overtones. Great graphics and plenty of 
action make this one that combat fans should 
look out for. 

OVERALL:88% 

BOULDERDASH 

SEAL OF QUALITY 

Fantastic fast-paced puzzle game which real¬ 
ly stands the test of time. 

OVERALL: 90% 

A BOY AND HIS BLOB 

SEAL OF QUALITY 

Imaginative mix of platform and puzzling 
action which is dead good. 

OVERALL* 1% 

BUBBLE BOBBLE 

Superb conversion of the ultra-cute bubble¬ 
blowing flick screen platform coin-op. 

OVERALL:89% 

BUCKY O' HARE 

No originalityo, Bucky isn't a terrible game 
but offers nothing new 

OVERALL:72% 

BUBS BUNNY'S BIRTH¬ 
DAY BLOW-OUT 

An absolute heap of rack. 

OVERALL:35% 

BURAI FIGHTER 

A decent enough blaster with plenty of death 
and a bit of a challenge. 

OVERALL:79% 

CALIFORNIA GAMES 

SEAL OF QUALITY 

Pointless in one-player mode (there's no 


competitive 1-up option) but great fun 

OVERALL* 1% 

CAPTAIN PLAHtT 

Shoot 'em up/platform type game which, 
sadly is far too cumbersome to be enjoyable. 

OVERALL:56% 

CAPTAIN SKYHAWK 

SEAL OF QUALITY 

Smart isometric shoot 'em up from those 
lovely chaos at Rare. 

OVERALL*0% 

CASTLEVANIA 

Playable enough platform game superceded 
by its sequel. 

OVERALL:80% 

CLU-CLU LAND 

Bizarre Pac Man clone. Initially good fun, but 
severely limited long-term appeal 

OVERALL:62% 

COM4 TAIANOU 

SEAL OF QUALITY 

Isometrics a-go-go in Rare's boat racing 
shoot 'em up affair. Loads of levels and it's 
none too easy 

OVERALL:94% 

CRACKOUT 

Aaaaaarrrgh! Hideous Breakout clone. Utter 
pants. 

OVERALL* 1% 

DAYS OF THUNDER 

Alright, if lacking in variety, graphics but the 
action in this 3D racer is slow, tedious and 
chundersome. 

OVERALL:39% 

DEFENDER OF THE 
CROWN 

Take o time warp in this mediaeval strategy 
game - back to the Land Before Gameplay 
Not very good even if you like this sort of 
thing. 

OVERALL: 59% 

DEFENDERS OF DYNA- 
TRON CITY 

"Wacky" license, "cacky" game. 

OVERALL:36% 

DIGGER T ROCK 

Action-packed arcade puzzler with decent 
graphics and oodles of gameplay. 

OVERALL:89% 

DONKEY KONG 

Poor old Mr Kong is getting on a bit, and the 
simplicity of this pensionable title really 
shows it. 

OVERALL:45 % 

DONKEY KONG 
JUNIOR 

Four screens of yawns. There's not enough 
here to justify purchase. 

OVERALL:46% 

DOUBLE DRAGON 

Not bad conversion of the legendary coin-op 
Looking a bit dated, but still not bad. 

OVERALL:75% 

DOUBLE DRAGON II 

A big improvement over the original title, 
Double Dragon II is heartily recommended to 
fist fans. And beat 'em up fans, too. 

OVER ALL: 84% 

DOUBLE DRAGON III 

Loads of options and ideas, but it's too slow 
and ridiculously frustrating. 

OVERALL:65% 

DOUBLE DRIBBLE 

Slightly confused perspective, but still has 
enough action to satisfy most basketball fans. 

OVERALL:70% 

DRAGON'S LAIR 

Grinks! Do not even approach this travesty. 

OVERALL* 1% 

DR MARIO 

A bit too close to Tetris for comfort, but this is 
still a fun puzzle game. 

OVERALL:88% 

DROP EONS 

Feeble graphics but the gameplay is surpris¬ 
ingly fresh for this new conversion of an 
ancient coin-op. 

OVERALL:87% 

DUCK HUNT 


Testimony to the righteous demise of the 
Zapper light gun, this is not very good 
indeed. 

OVERALL* 7% 

DUCK TALES 

SEAL OF QUALITY 

Another golden oldie platform jape from 
those chops at Disney 

OVERALL*0% 

ELITE 

SEAL OF QUALITY 

Accomplished conversion of the classic trade 
'em up then shoot 'em up legend. 

OVERALL* I % 

EXCITEBIKE 

Nippy scrolling and courses drenched in 
laughs make this worthy of inspection. 

OVERALL:84% 

FELIX THE CAT 

Good platform game let down by daft easi¬ 
ness setting. Good one for younger players, 
though. 

OVERALL* I % 

FESTER'S GUEST 

Tedious scrollaround "adventure". 

OVER ALL: 5 8% 

FAXANADU 

Plenty of depth but little action or excitement 
in this RPG-type affair. Try it if you're affair 
something different. 

OVERALL:79% 

FOUR-PLAYER TENNIS 

Absolute steaming pile of old pants. Wobbly 
graphics, terrible sound, no moves, godawful 
collision detection and almost no response to 
the controls. 

OVERALL:27% 

GALAXY EBBS 

SEAL OF QUALITY 

It's from Rare! It's an isometric race game! 
It's dead brill! 

OVERALL* I % 

GAUNTLET II 

SEAL OF QUALITY 

Smart moze-cum-shooting extravaganza 
which is well worth a look. 

OVERALL:90% 

GHOSTBUSTERS II 

A variety of sub-levels make up this game 
Sadly, none of them are much cop, and the 
graphics are trolleys. 

OVERALL* 7% 

GHOSTS *N' GOBLINS 

Dodgy responses, frustrating gameplay and 
bad graphics. 

OVERALL*5% 

GOAL f 

Terrible, terrible soccer mockery. 

OVERALL:33% 

GODZILLA 

Ghastly scrolling plodalong which suffers 
dreadful flicker and frustratingly awkward 
gameplay. 

OVER ALL* 1% 

GOLF 

Arcadey golfing sim recommended to fans of 
the sport. 

OVERALL*5% 

GRADIUS 

SEAL OF QUALITY 

Offers nothing new, but is spectacularly exe¬ 
cuted. Priority blasting purchase. 

OVERALL*0% 

GREMLINS II 

Yet another good example of a Nintendo 
scrollalong shoot 'em up, available at budget 
price in some stores. 

OVERALL* 7% 

GUMSHOE 

This Zapper gun game has excellent graphics 
and some jaunty tunes backing the action, 
but the simple action grows dull very quickly. 

OVERALL:68% 

GUNSMOKE 

Not bad conversion of the (very) old Wild 
West coin-op. It's getting on a bit though, so 
blasting fans would do well to check out o 
more recent shoot 'em up. 

OVERALL:69% 

HIGHSPEED 


Great conversion of the Williams pinball 
table along similar lines to Pinbot. Worth a 
look if you're a pinball fan. If not, you might 
find the action a tad repetitive. 

OVERALL:82% 

HOGAN'S ALLEY 

Though this is graphically quite nice, Hogan's 
Alley's gameplay is very limited and most of 
the game's options seem to be exhausted 
after a few sessions' play 

OVERALL:60% 

HOOK 

Unoriginal platform game which sports nice 
graphics but is sadly let down by lack of 
action and large areas in which there's very 
little to do. 

OVERALL:62% 

THE HUNT FOR RED 
OCTOBER 

Bad graphics, terrible sound, but quite good 
gameplay in this shoot 'em up. 

OVERALL:64% 

HYPER SOCCER 

A reasonable football game, which still fails 
to generate much in the way of soccer excite¬ 
ment. 

OVERALL:62% 

ICE CUMBER 

Guide your Eskimo through the platform lev¬ 
els of this tedious old piece of parp. 

OVERALL: 5 8% 

IKARI WARRIORS 

Poor responsiveness and frustrating game¬ 
play put the nails in the coffin of this vertical 
blaster. 

OVERALL:48% 

IRONSWORD 

Very tough indeed, but this follow-up to 
Wizards and Warriors is also very average. 

OVERALL:77% 

ISOLATED WARRIOR 

Fab isometric blaster somewhat spoilt by a 
low difficulty level. 

OVERALL*0% 

JURASSIC PARK 

Great conversion of a great film and one of 
the best games for the NES in ages. Purchase. 

OVERALL:88% 

KICK OFF 

Poor ball logic and awkward controls ruin 
this potentially-great soccer game. 

OVERALL:36% 

KABUKI 

SEAL OF QUALITY 

One of the best, and certainly most original 
platform beat 'em ups on the NES. 

OVERALL:90% 

KID ICARUS 

Not bad, but pales in comparison to more 
recent platform games. 

OVERALL:68% 

JACKIE CHAN'S 
ACTION KUNG-FU 

SEAL OF QUALITY 

Superb platform game with great graphics 
and loads of challenge 

OVERALL*3% 

JACK NICKLAUS GOLF 

Slow, jerky and bug-ridden golf sim. 

OVERALL:48% 

KICKLE CUBICLE 

Kickle Cubicle would be an excellent puzzle 
cum action game, but it's just too easy to 
complete. 

OVERALL*2% 

KUNG-FU 

Doesn't look much, but the tough, challeng¬ 
ing gameplay at knockdown price is quite a 
laugh. Worth a look for beat 'em fans. 

OVERALL*2% 

UFE FORCE 

SEAL OF QUALITY 

Top notch two-player horizontally scrolling 
shoot 'em up with smart graphics. 

OVERALL:92% 

LEGEND OF MELDA 

Expensive RPG, but certainly worth a look for 
fans of the genre (© Cringy Cliches Inc). 

O VERALL*6% 

LEMMINGS 


Good enough puzzler spoilt slightly by overly 
indistinct graphics. 

OVERALL*5% 

LITTLE NEMO 

Jolly platform game which is just too darned 
hard for its own good. 

OVERALL: 79% 

LOW-G MAN 

Horrible graphics but excellent and innova¬ 
tive gameplay make this quite a jape. 

OVERALL:84% 

LUNAR POOL 

Fun for pool fans, but a waste of time for the 
non-initiated. 

OVERALL*5% 

MACH RIDER 

Laughable graphics and dull gameplay 
adorn this poor Roadblasters clone. 

OVERALL:36% 

MANIAC MANSION 

Fantastic (and hilarious) icon-driven RPG 
Essential providing you can afford the hefty 
price tog. 

OVERALL:89% 

MARBLE MADNESS 

Not many levels, but this arcade conversion is 
still great fun. 

OVERALL*5% 

MARIO BROTHERS 

Not of the Super variety, this is a single 
screen puzzle/platformer which is quite good, 
especially in two-player mode. 

OVERALL:83% 

MEGAMAN 

SEAL OF QUALITY 

First in the long-toothed platform series. 

Dead good, but very hard. 

OVER ALL*2% 

MEGAMAN II 

SEAL OF QUALITY 

Incredibly impressive and good fun, but total¬ 
ly ultra-rock-doom-hard. 

OVERALL*3% 

MEGAMAN IV 

Highly challenging quality game which is 
totally unoriginal. 

OVERALL* I % 

METAL GEAR 

Samey backgrounds make this maze/shoot 
'em up title confusing and dull. 

OVERALL*2% 

METROID 

Graphically impressive with loads of original 
features and taxing gameplay. 

OVERALL*0% 

MIGHTY FINAL FIGHT 

Cute looking parody of its big brother that 
sadly lacks the action a great beat 'em up 
requires. 

OVERALL*7% 

MIKE TYSON'S 
PUNCH-OUTIII 

SEAL OF QUALITY 

Loads of moves, opponents and challenge, 
this is one of those classic NES games every¬ 
one should have. 

OVERALL*4% 

MISSIONt IMPOSSIBLE 

Smart RPG/adventure overtones lift this 
overhead-view blaster above the norm. 

OVERALL*6% 

NEW ZEALAND STORY 

Perfect conversion of the arcade machine, 
marred by being far too easy. 

OVERALL:79% 

NINTENDO WORLD 
CUP 

Terrible, terrible four-player soccer game not 
even one player should have to suffer. 

OVERALL:33% 

PAPERBOY 

Retarded graphics, grotesque sounds and 
awkward, frustrating gameplay are the norm 
for this title. 

OVERALL:30% 


Very old, and also very superceded by the 
excellent Pinbot. 

OVERALL:45% 




PINBOT 

Excellent graphics, unbelievable sound, and 
brilliant playability, this is one fabbo game! 

OVERALL:89% 

POPEYE 

Simplistic and limited, Popeye carries little 
lasting appeal, even for younger players. 

O VERALL:67% 

POWERBLADE 

No marks for originality, but the enjoyable 
and challenging gameplay make this plat¬ 
form shoot 'em up worth a look. 

OVERALL:88% 

PRINCE OF PERSIA 

Controls are awkward at first, but persevere 
and you'll find a challenging and rewarding 
platform game. 

OVERALL:87% 

PROBOTECTOR 

A fast and furious blast converted from the 
old GryZor coin-op. Recommended to vio¬ 
lence fans. 

OVERALL:8 V % 

PRO WRESTLING 

Pathetic sprites, slow moving gameplay and 
no fun value whatsoever. Check out Tecmo 
Wrestling instead. 

OVERALL:45% 

RAO RACER 

An old OutRun-style racer, but still matches 
up to the competition. A top game. 

OVERALL:80% 

RAD GRAVITY 

Rad Gravity is a cool platform game, with 
nice blasting elements added in for good 
measure. Recommended for platform fans 
after a challenge. 

OVERALLs82 % 

RAINBOW ISLANDS 

This is a good conversion of the Taito coin-op, 
ruined by slow gameplay and poor response. 

OVERALL:67% 

RC PRO-AM 

Quite a nice isometric racer, this, but over¬ 
shadowed by the sequel. 

OVERALL:85% 

RC PRO-AM 2 

Brilliant game for up to four players, 
although there is a better game of this type 
on the market. 

OVERALL:87% 

RESCUE 

Terrible collection of dull sub-games in this 
terrorist-siege-breaking game. 

OVERALL* 7 % 

RESCUE RANGERS 

With one or simultaneous two-player options, 
Rescue Rangers is fast, smooth, cute and 
playable. A very good game that should 
appeal to platform fans. 

OVERALL:88% 

ROAD BLASTERS 

Far too easy - any competent player should 
get through it in no time. Once completed, 
Road Blasters doesn't have much to attract 
you back for more. 

OVER ALL :48% 

ROAD FIGHTER 

Absolute trousers. 

OVERALL:9% 

ROBOCOP 

Sluggish controls and very repetitive game¬ 
play don't makes things much fun in this 
grotty platform game. 

OVERALL:60% 

ROBOCOP2 

Slick, but ultimately frustrating platform 
game which features plenty of challenge but 
nothing new or exciting in terms of gameplay 
features. 

OVERALL:76% 

ROLLERGAMES 

Fairly jolly, but rather repetitive future sports 
simulation which could do with better visuals. 

OVER ALL: 76% 

ROBO WARRIOR 

An original, but limited, slow and dull game 
in which you bomb your way through a series 
of baddie-packed screens. 

OVERALL:5 1 % 

RODLAND 


Simple and entertaining game for Bubble 
Bobble fans. 

OVERALL:79% 

RUSH 'N'ATTACK 

Otherwise known as Green Beret, this is a 
fairly simplistic but very compulsive beat 'em 
up packed with senseless violence. 

OVERALL:83% 

RYGAR 

The gameplay in this beat 'em up is fairly 
interesting but on the whole, Rygar is proba¬ 
bly only worth buying if you remember 
enjoying the coin-op. 

OVERALL:70% 

SECTION I 

This game is severely lacking in excitement 
as it's so repetitive and the weapons are com¬ 
pletely weedy. Save your money and your 
sanity. 

OVERALL:46% 

720 DEGREES 

This is a very decent conversion of the old 
Atari skateboarding coin-op which sports 
plenty of challenge and variety. A must for 
fans of the coin-op and skateboarders in gen¬ 
eral. 

OVERALL:84% 

SHADOWGATE 

Shadowgate is an icon-driven adventure 
game crammed with frustrating puzzles and 
thousands of unfair sudden death scenarios. 

OVERALL:26% 

SHADOW WARRIOR 

This a great slash 'em up that's well-present¬ 
ed with groovy graphics and sound. 
Challenging and superb fun and well worth 
your pounds sterling. 

OVERALL:89% 

SILENT SERVICE 

An addictive and involving submarine sim for 
strategically-minded NES owners. 

OVERALL:87% 

SIMON'S QUEST 

There's not a lot of variety, but hardened 
arcade adventure fans should find the 
gloomy atmosphere is most engrossing. 

OVERALL:85% 

SIMPSONS: BART VS 
THE SPACE MUTANTS 

It might not exactly be action packed, but 
there's enough to this platformer to make it 
worthwhile to even not Simpsonsites. 

OVERALL:88% 

SKATE OR DIE 

Skate or Die is a fun game with great graph¬ 
ics and is highly recommended to board 
thrashers. 

OVERALL:82% 

SMASH TV 

SEAL OF QUALITY 

A complete, full and really excellent conver¬ 
sion of the ultra-violent coin-op. Death fans 
should rush out and purloin this immediate¬ 
ly- 

OVERALL:90% 

SNAKE, RATTLE 'N' 
ROLL 

SEAL OF QUALITY 

The excellent graphics add atmosphere to the 
proceedings and the tough gameplay means 
there's weeks of play, at least, to this game. 

OVERALL:94% 

SNAKE'S REVENGE 

Snake's Revenge is extremely difficult to 
play, slow, unrewarding and tedious. 

OVERALL:49% 

SOCCER 

Even though this is positively ancient, it's still 
miles better than all the newer Nintendo 
football gomes. 

OVERALL:83% 

SOLAR JETMAN 

SEAL OF QUALITY 

Tough, addictive and great fun, Solar Jetman 
is a space shooting and collecting game no 
NES owner should be without. 

OVERALL:95% 

SOLOMON'S KEY 

This is an excellent conversion of the Data 
East coin-op, which is one of the best arcade 
puzzle games out. One for brain fans and no 
mistake. 

OVERALL:83% 


SOLSTICE 

With its excellent forced perspective graphics, 
amazing sound and involving gameplay. 
Solstice is an essential purchase. 

OVERALL:89% 

SPIDER MAN AND THE 
RETURN OF THE SIN¬ 
ISTER SIX 

A not-bad game which is made somewhat 
redundant by the wealth of other games of 
this ilk. Still, Spiderman fans might like it. 

OVERALL:70% 

SPY VS SPY 

Based on the MAD magazine comic strips, 

Spy vs Spy is one of the finest two-player 
games ever, just because of the vast potential 
for playing super-sneaky tricks on your oppo¬ 
nent. 

OVERALL:84% 

STEALTH ATF 

A promising-sounding but ultimately dull 
aerial combat game in which you guide the 
fighter of the title against the marauding 
enemy hordes. 

OVERALL:54% 

SUPER MARIO BROTH¬ 
ERS 

SEAL OF QUALITY 

This is the first in the Super Mario series and 
was originally given away with the NES 
machine, and it's great. Fast moving, chal¬ 
lenging and great fun. 

OVERALL:95% 

SUPER MARIO BROTH¬ 
ERS II 

SEAL OF QUALITY 

Although superceded by the third Mario 
game, this is still a top quality purchase for 
platform fans. 

OVERALL:96% 

SUPER MARIO BROTH¬ 
ERS III 

SEAL OF QUALITY 

The game map is absolutely huge, and 
there's loads of sub-games and other treats 
to add a bit of variety. Definitely the best NES 
game around, and one which absolutely no 
NES owner should be without, really honestly 
this time. 

OVERALL:98% 

SUPER OFF-ROAD 

Yet another four-player isometric race game 
from Rare. However, although this is okay 
with more than one player the repetitive 
nature will put single players off. 

OVERALL* 1% 

SUPER SPIKE VOLLEY¬ 
BALL 

With its Four Score compatibility allowing up 
to four players to take part, Super Spike 
Volleyball is a great game that should appeal 
to most sports fans. 

OVERALL:83% 

STAR WARS 

SEAL OF QUALITY 

Possibly the hardest game available for the 
NES, but it's not offputting because it's just so 
darned enjoyable. Exciting and varied, Star 
Wars is an NES classic. 

OVERALL* 5% 

SWORDS AND SER¬ 
PENTS 

Short on action, but long on depth, this is one 
that adventure and role-playing fans will go 
bonkers over. 

OVERALL* I % 

TEENAGE MUTANT 
HERO TURTLES 

Turtles is a fun game that provides plenty of 
beat 'em up action, and a hint of exploration 
which taxes your brain too. Worth checking 
out. 

OVERALL:86% 

TEENAGE MUTANT 
NINJA TURTLES: THE 
ARCADE GAME 

Turtles II is a very close coin-op conversion, 
but when it comes down to it, there isn't 
much in the game and the repetitive action 
soon grows stale. 

OVERALL:64% 

TENNIS 

Nintendo Tennis is quite playable. It's also 
the only Tennis game available on the NES 
anyway, so it's this or nothing. 

OVERALL:75% 


TEN-YARD FIGHT 

Ten Yard Fight is a simple, but fun arcade 
game and is worth looking at if you're new to 
American football and want to learn more 
about the sport. 

OVERALL:76% 

TERMINATOR II 

Five limited levels, most of which are set 
around a tedious platform environment. Dull 
and very unoriginal. For die-hard movie fans 
only. 

OVERALL:72% 

TETRIS 

SEAL OF QUALITY 

The control system is easy to handle, the 
competitive two-player option has been 
included and the music is pretty good too. 
Another belongs-in-every-collection games. 

OVERALL* 1% 

TIGER HELI 

This is a fairly straightforward up-the-screen 
blast in which the player pilots a heavily- 
armed combat chopper. Not the greatest of 
shoot 'em ups. 

OVERALL*5% 

TINY TOONS 

The graphics and sound in this platformer 
are great, and the gameplay fun enough to 
keep you at it for yonks. 

OVERALL:86% 

TIME LORD 

This game has a great idea, but the overall 
execution is a tad lacking and the game itself 
lacks the kind of excitement we'd like to see. 

OVERALL:60% 

TOM AND JERRY 

It's a shame to see Tom and Jerry starring in 
an unoriginal platform game. Yes, it's fun. 

But there are loads of better games of this 
sort already available. 

OVERALL: 78% 

TOP GUN 

A pretty good simulator which requires a fair 
bit of skill. 

OVERALL*9% 

TOP GUN II 

Top Gun II is not recommended because the 
graphics are extremely awful and the game¬ 
play is very dull indeed. 

OVERALL* 1% 

TOTALLY RAD 

Promising sounding platform game sadly let 
down in its execution. It's just not fun enough 
to lift it out of the veritable sea of platform 
gomes available on the NES. 

OVERALL: 74% 

TO THE EARTH 

Very nice graphics and plenty of other neat 
presentation features set this apart from the 
other light gun games, so if you've got a 
Zapper, check it out. 

O VERALL:80% 

TURBO RACING 

It's nice to see a nice fast action-filled effort 
like Turbo Racing. Graphics are a bit rough, 
this is more than made up for by the exciting 
gameplay. Check it out. 

OVERALL:80% 

TRACK AND FIELD II 

With multi-player action and plenty of tough 
and challenging button-bashing gameplay, 
this is a sports simulation no Nintendo owner 
should miss. 

OVERALL* 9% 

TROG 

Trog is a PacMan-style coin-op with nice 
graphics, but no amount of presentation can 
disguise the simplistic gameplay 

OVERALL* 0% 

TROJAN 

This is quite a decent beat 'em up, but 
though the graphics are fine, the gameplay is 
a bit dull. Still above average though. 

OVERALL*2% 

URBAN CHJIMPION 

A dull and particularly unoriginal beat 'em 
up, go for Double Dragon II instead. 

OVERALL:54% 

WILD GUNMAN 

Wild Gunman is a colourful Zapper title. It's 
quite good fun, but gets a bit boring after a 
while. 

OVERALL:67% 


WIZARDS AND WAR¬ 
RIORS 

A smart-looking but pretty monotonous fan¬ 
tasy platform title which doesn't match up to 
most of the competition. 

OVERALL:72% 

WORLD WRESTLING 

World Wrestling from Tecmo has great 
graphics, loads of options and corking game¬ 
play It's dead good. 

OVERALL:84% 

WRECKING CREW 

A platform hammer 'em up with loads of 
screens and plenty of challenge. 

OVERALL*! % 

WWF SUPERSTARS OF 
WRESTLING 

This version of WWF is good fun for a while, 
but it's a tad easy and only the two-player 
option really gives you great value for 
money. 

OVERALL*0% 

XEVIOUS 

The smart graphics of the coin-op are lost, so 
all you're left with is a passable, but hardly 
exciting up-the-screen blast. 

OVERALL:65% 

ZELDA II: ADVENTURE 
OF LINK 

SEAL OF QUALITY 

Even non-RPG fans will flip at this superb 
title, and although the price tag is somewhat 
hefty Adventure of Link is easily worth a go. 

OVERALL:94% 

GAME BOY 

ALfRID CHICKEN 

SEAL OF QUALITY 

Twelve large levels packed with secret rooms 
and bonus stages for Alfred's probing pecker. 
As brilliant as it is daft 

OVERALL* I % 

ALIEN III 

SEAL OF QUALITY 

Excellent shooter, with exploration and puz¬ 
zle elements sidling in to join the fun. Highly 
recommended. 

OVERALL:90% 

ALLEYWAY 

A sad version of the ancient game, Breakout. 
Enough said. 

OVERALL:27% 

BALLOON KID 

Become a balloon's best friend in this rather 
weird floating collect 'em up. Strange, dull, 
repetitive and, er, balloony. 

OVERALL* I % 

BART SIMPSON'S 
ESCAPE FROM CAMP 
DEADLY 

Help Barty escape in this multi-level platform 
game. An enjoyable if not overly original 
title. 

OVERALL:85% 

BART VS THE JUGGER¬ 
NAUTS 

A sort of Simpsons meets the Gladiators. Not 
bad, and it gets better as it goes along. 

OVERALL*! % 

BASEBALL 

With its two-player link-up option and addic¬ 
tive gameplay, Baseball is recommended to 
sports fans on the move. 

OVERALL*5% 

BATMAN 

SEAL OF QUALITY 

With small but nicely detailed graphics and 
excellent sound, this is one of the most addic¬ 
tive Game Boy platformers. 

OVERALL* I % 

BATTLETOADS 

SEAL OF QUALITY 
Although the graphics are fiddly, this is a 
great game which any self-respecting beat 
'em up fan should have. 

OVERALL:90% 

BEST OF THE BEST 

Graphics aside, one of the better Game Boy 
beat 'em ups, but then again that's not say¬ 
ing much. 

OVERALL:65% 

BIONIC COMMANDO 


Rad enjoys a new lease on life in Capcom's 
revival of the arcade classic. With superb pre¬ 
sentation and a cool factor of ten, grab it! 

OVERALL:84% 

BLADES OF STEEL 

Plenty of Ice Hockey style action as two teams 
compete on a horizontally scrolling rink. The 
action is fast and addictive 

OVERALL*2% 

BLUES BROTHERS 

Yet another attempt at the Blues Brothers 
theme. Avoid. Avoid. Avoid. 

OVERALL*3% 

BOMB JACK 

Hit the road, Jack! This is a tiresome conver¬ 
sion of a hoary old coin-op which is about as 
explosive as a soggy match. 

OVERALL*8% 

BOULDERDASH 

SEAL OF QUALITY 
Puzzles-a-plenty as you try to grab the jewels 
and dodge the boulders and find your way to 
the exit without blocking yourself in. 

OVERALL*0% 

BOXXLE 

Highly original puzzle game and recom¬ 
mended to people who like to use their 
brains rather than their joysticks. 

OVERALL:83% 

BUBBLE BOBBLE 

SEAL OF QUALITY 
Burst the bubbles, kill the meanies and move 
on to the next screen. Er, that's it. Fast, fun 
and very addictive. 

OVERALL*0% 

BUBBLE GHOST 

Guide a bubble around an environment 
fraught with danger. A highly original, fun 
title and well worth a gander. 

OVERALL* I % 

BURAI FIGHTER 
DELUXE 

Horizontally-scrolling shoot 'em up type story 
of a mega-powerful robot and his fight 
against injustice. Hooray! 

OVERALL:83% 

BURGERTIME DELUXE 

Drop burger ingredients into a dish by run¬ 
ning over them and squishing the enemy. A 
good laugh, but repetitive. 

OVERALL*8% 

CASTLEVANIA 

Battle your way through four large scrolling 
platform landscapes. The gameplay is addic¬ 
tive and fun. 

OVERALL: 79% 

CHASE HQ 

The Game Boy just can't cope with the speed 
necessary to make this game really thrilling. 

OVERALL:42% 

CHESSMASTER 

SEAL OF QUALITY 

It's Chess and it's very, very good. Need we 
say more? 

OVERALL:96% 

CHOPLIFTER II 

SEAL OF QUALITY 

Guide a chopper around scrolling landscapes, 
rescuing hostages and blowing up anything 
that gets in your way. Highly cool and addic¬ 
tive. 

OVERALL:92% 

CRASH DUMMIES 

The crash Dummies ski, drive and dive their 
way to destruction but all in the best possible 
taste. Varied, wild and crazy! 

OVERALL:86% 

DARKWING DUCK 

SEAL OF QUALITY 
Capcom's Disney titles are always excellent 
and this is no exception. In fact it's one of 
their best! Highly ingenious! 

OVERALL* I % 

DIG DUG 

A miner named Digby literally blows-up 
Pookas and Fygars with a hand pump. 
Bizarre, but quite a laugh nonetheless. 

OVERALL*4% 

DR FRANKEN 

SEAL OF QUALITY 

Frankie's quest to find the various parts of 
his girlfriend looks, sounds and plays mag¬ 
nificently, while the password system and 



gameplay make it o winner 

OVERALL:92% 

DR FRAN KEN 2 

Good looking, good fun, but too easy. 

OVERALL: 74% 

DROP ZONE 

In spite of it's age, hidden beneath the hum¬ 
ble,simplistic facade is a superb and thor¬ 
oughly enjoyable game. 

0VERALL:86% 

DOUBLE DRAGON 

With great graphics and sound, Double 
Dragon is an excellent mini-replica of the 
classic arcade game, featuring all the origi¬ 
nal's thrills and spills. 

OVERALL:83% 

DOUBLE DRAGON II 

Improves on the original with better graphics 
and gameplay. Some might find it a bit too 
similar to the first, but beat 'em up fans will 
love it! 

OVERALU88% 

DR MARIO 

Nintendo's own Tetris clone makes it to the 
Game Boy, and it's great. Highly recom¬ 
mended to puzzle fans. 

QVERALL:87% 

DUCK TALES 

This has unmistakable Disney graphical touch 
and oodles of playability. The problem is that 
it's not very hard. 

OVERALL: 78% 

DYNA BLASTER 

Place strategic bombs in an attempt to clear 
each screen of baddies before advancing onto 
the next, harder screen. Simple but very 
addictive. 

OVERALU88% 

EDD THE DUCK 

A terrible platform abomination, 

OVERALL* 1% 

FI RACE 

The first four-player Game Boy game - and it 
even comes with a free four-way adaptor! 

The game itself is an excellent OutRun-done, 
and rather good. 

0VERALL:88% 

F-IS STRIKE EAGLE 

Microprose's aging flight simulator makes 
the conversion over to the Game Boy quite 
well - a thinking man's Afterburner. 

OVERALL:83% 

FELIX THE CAT 

Great fun, but way too easy and a bit too 
slow. 

OVERALL: 70% 

FERRARI 

Slickly-programmed racing game sadly let 
down by its laughably low difficulty setting. 

OVERALU37% 

FIRE FIGHTER 

Highly original and taxing title. Well worth a 
look. 

OVERALL* I % 

FOOTBALL INTERNA¬ 
TIONAL 

Put simply, this is a hopelessly dull football 
game. Get Kick Off instead - it's miles better. 

OVERALL* 17* 

FORTRESS OF FEAR 

A sort of mediaeval Double Dragon. The 
graphics and sound are good and the playa¬ 
bility is solid enough to keep you coming 
back. 

OVERALL:80% 

GARFIELD 

Original and entertaining platform-puzzle 
concoction. 

OVERALL:84% 

GARGOYLE'S QUEST 

Some pretty good gamesplaying skills are 
required to make your way around this 
game's unfriendly platform environment, but 
it's all very addictive. 

OVERALL:80% 

GAUNTLET II 

A perfect mini-replica of the classic coin-op 
that contains all the graphics, speech and 
playability of the coin-op. There's even a skill 
two-player mode. 

OVERALL:88% 


GBKID 

Bonking ahoy! GB Kid trounces the life out of 
his prehistoric foes in his first quality adven¬ 
ture. The only problem is that the game's 
easy to complete! 

OVERALL:79% 

GHOSTBUSTERS II 

With humorous graphics and some quite 
decent tunes, Ghostbusters II manages to 
both entertain and challenge, with six differ¬ 
ent missions to test you. 

OVERALLS 7 % 

GOLF 

This is a great golf game that plays a great 
game of golf. Need we say more? 

OVERALL:88% 

GREMUNS II 

Once more it's platforms a go-go. Gremlins II 
is certainly challenging and it has some won¬ 
derful graphics and music. 

OVERALL:80% 

HAMMERING HARRY 

SEAL OF QUALITY 

Weil decent little platform with some spiffy 
graphics and well-tuned playability. Well 
worth a look. 

OVERALU90% 

HOME ALONE 

Home Alone is a sad, dull, boring game with 
mournful graphics, forlorn sound and awful 
playability. Apart from that, it's rubbish. 

OVERALL:38% 

HOOK 

Quite entertaining for a while, but there just 
doesn't seem to be that much to do in each 
level to sustain the interest 

OVERALL:66% 

HUMANS 

Although slow to start with, Humans proves a 
high standard cart let down by the most 
important factor: playability. 

OVERALL: 747* 

HUNT FOR RED OCTO¬ 
BER 

SEAL OF QUALITY 

Brilliant conversion of the Sean Connery 
movie, with an amazingly good two-player 
mode where the second player takes control 
of an entire fleet! Brilliant. 

OVERALL:92% 

HYPER LODERUNNER 

If you enjoy a really tough challenge, this 
platform game is highly recommended. But 
beware - it's VERY hard! 

OVERALL: 77% 

JOE A MAC: CAVEMAN 
NINJA 

This game is one of the least inspiring plat¬ 
form arcade games, consequently even a 
spot-on conversion would fail to impress. And 
lo, it doesn't. 

OVERALL:657o 

JURASSIC PARK 

Actually this isn't bad at all. Lots of novel fea¬ 
tures and large too. Give it a whirl. 

OVERALL:827o 

KID ICARUS 

Fairly jolly adaptation of the NES platform 
game provides the fun, but is now getting 
rather long in the tooth. 

OVERALU717o 

KID DRACULA 

MEW 

The larger than average character design 
works well as Kid attempts to learn even 
more tricks in this platform adventure. It’s 
too easy though. Boo! 

OVERALL:777o 

KIRBY'S DREAM LAND 

SEAL OF QUALITY 

A highly original, amazingly playable game 
from the creator of Mario. If this one doesn't 
grab you, nothing will! Kirby is a superb 
character and his game is one of the most 
imaginative platformers available. 
OVERALL:947o 

KUNG-FU MASTER 

This loose translation of the aging Irem coin¬ 
op is very dull indeed with mournful graphics 
and sound along with tedious gameplay. The 
last nail in the coffin is the pathetic difficulty 
level. 

OVERALL: 177o 

KWIRK 


This is a puzzle game where your tomato¬ 
like hero(!) must shift oddly-shaped blocks 
into gaping holes to traverse mazes and 
reach the exit. It's fun! 

OVERALL:85% 

LEMMINGS 

Short and sweet-. Lemmings on the Game 
Boy is a great conversion of a classic game. 

An enormous laugh. 

OVERALL:88% 

LETHAL WEAPON 

A ropey little fisticuffs fest which doesn't come 
anywhere near the excitement of the movies. 
Wide berth required. 

OVERALL*5% 

LOONEY TUNES 

SEAL OF QUALITY 

The Looney Tunes star in an exciting and var¬ 
ied cartoon collection of shoot em ups and 
platform-related hilarity. Get this! 

OVERALL:907e 

MARBLE MADNESS 

Guide your marble around a number of 
increasingly tricky slalom slopes, featuring 
many pitfalls. Perfectly suited to the Game 
Boy and long on playability. 

OVERALL:877. 

MAX 

Max owes a lot to Bionic Commando, but still 
manages to add o few tricks of his own. 

Plenty of explosive goings on, with a high 
standard of gameplay elsewhere. 

OVERALL:847. 

McDONALDLAND 

A standard fare, fast food adventure into 
McDonaldland. Trouble is, there are tastier 
treats available. 

O VERALL: 75 % 

MERCENARY FORCE 

Fairly dull action game which fails to supply 
the necessary ingredients to make it a worth¬ 
while purchase. 

OVERALL:627o 

METROID II 

Big and absorbing arcade adventure/plat¬ 
form game that's well worth checking out if 
you're into games of this type. 

OVERALL* 17o 

MOTOCROSS MANIACS 

Motocross has never been any weirder than 
in this off-road biking game! It's tricky, but 
good fun - especially against a computer 
opponent - and provides plenty of amuse¬ 
ment for a while. 

OVERALL: 76% 

MR DO! 

Although not entirely faithful to the coin-op, 
Mr Do! is still a highly playable conversion 
well worth a look. 

OVERALL:867o 

NAVY SEALS 

This platform shoot 'em up is amazingly 
super hard, but if you're dead good it's well 
worth a look. 

OVERALL:80% 

NEMESIS 

A great conversion based on the classic coin¬ 
op. It's not simple, and shoot 'em up fans 
should really get into the action. Go for it! 

OVERALL:887o 

NIGEL MANSELL'S 
WORLD CHAMPI¬ 
ONSHIP 

Unrealistic Super NES conversion best not 
bought. 

OVERALL: 67% 

NINTENDO WORLD 
CUP 

This is a shambolic mockery of a dapped-out 
Soccer game. Avoid. 

OVERALU3 1 % 

OTHELLO 

Although it mightn't look or sound it, Othello 
is an addictive and enjoyable board game 
which you'll go back to time and time again. 

OVERALL*97, 

PACMAN 

PacMan is as PacMan does, and this is as 
flawless a conversion of the crumbly arcade 
game as you will ever find. 

OVERALL:807o 

PAPERBOY 

Ultra-blurry graphics, rubbish bike handling 


and dodgy collision. A disappointing conver¬ 
sion that will appeal to arcade fans only. 

OVERALL* 7% 

PINBALL 

This is so realistic you find yourself tilting 
your Game Boy around to try and influence 
where the ball goes! 

OVERALL:79% 

POPULOUS 

Ambitious long-term game which is dead 
good. 

OVERALL* 7 % 

POWER PAWS 

A great game whcih lacks real long-term 
staying power 

OVERALL:737o 

PRINCE OF PERSIA 

SEAL OF QUALITY 

This must rank as one of the greatest plat¬ 
form games of all time, and its combination 
of fiendish puzzles and pinpoint platform 
action is a winner. 

OVERALL:927o 

PRINCE VALIANT 

An interesting concept but is neither impres¬ 
sive graphically nor in-depth enough to war¬ 
rant priority purchase. 

OVERALL:657o 

QUARTH 

SEAL OF QUALITY 

Looking like a cross between Tetris and 
Space Invaders, Quarth is an enjoyable and 
addictive little game which offers plenty of 
challenge and lasting appeal. 

OVERALU90% 

QIX 

Similar to Volfied and a jolly little game with 
plenty of long-lasting appeal. 

OVERALL* 7 % 

RADAR MISSION 

Mediocre action game in which you guide 
your ship against enemy forces. Fun for a bit, 
but soon gets dull. 

OVERALL*47o 

RAMPARTS 

A rather insubstantial and disappointing con¬ 
version of the popular arcade strategic blast. 

OVERALL:587o 

RESCUE OF PRINCESS 
BLOBETTE 

The puzzling jelly bean action would be fun, 
but there's too many wide open spaces where 
nothing happens. Shame. 

OVERALL*87o 

REVENGE OF THE 
'GATOR 

SEAL OF QUALITY 

At last there's o great pinball game on the 
Game Boy, full of ramps, bumpers, multi¬ 
balls, bonuses and all the trappings you'd 
expect. 

OVERALL* 7 % 

ROBIN HOOD 

An original approach to a film license. The 
game is packed with puzzles and RPG over¬ 
tones that add up to a large and interesting 
game. Definitely worth a look. 

OVERALL:887o 

ROBOCOP 

A good enough version, but the small graph¬ 
ics make things a tad tricky. A shame, 
because this could have been great. 

OVERALL:727o 

RODLAND 

Tam and Rit take their sticks to the hides of a 
variety of cutesy platform types in this slightly 
repetitive Game Boy excursion info Rodland. 

OVERALL*4% 

R-TYPE 

Use your top flying skills to survive in this 
pretty tough conversion of the coin-op. The 
graphics are pretty good and it's highly 
playable. 

OVERALL:827, 

SIDE POCKET 

Master ballistics professors will love this one, 
although anyone else's interest may wane 
pretty quickly. 

OVER ALL*37o 

SKATE OR DIE (TOUR 
DE THRASH) 

Whilst this has a promising title and looks 
like it might be fun, the implementation is 


poor. The bonus half-pipe event is quite 
entertaining but doesn't justify the price tag 
at all. 

OVERALL*3% 

SKATE OR DIE II (RAD 
'N' BAD) 

Super-speedy platform skate game with lots 
of skate-style action. If your interest in con¬ 
ventional platform games is waning, try this 
for size. 

OVERALL* 7% 

SNEAKY SNAKES 

Those wicked reptiles who appeared in the 
brilliant NES game Snake, Rattle 'n' Roll are 
back again in this superb Game Boy arcade 
game. An absolute must. 

OVERALL:897e 

SNOOPY'S MAGIC 
SHOW 

The plodding platform gameplay belies the 
tricky puzzle action in this thoroughly enjoy¬ 
able game. It's not particularly tough, but 
while it lasts it's very addictive. 

OVERALL:847o 

SOLAR STRIKER 

After a couple of goes this blaster soon 
becomes boring. It's all right, but there are 
no real surprises to keep you going back to it. 

OVERALL:697o 

SOLOMON'S KEY 

Good adaptation of the coin-op 
platform/puzzle game. The gameplay is 
addictive, but sometimes the titchy graphics 
make if difficult to see what's going on. 

OVERALL:827o 

SPEEDBALL II 

Not so much Speedball as blurred ball, the 
Game Boy's tiny screen cannot cope with the 
intensity of this future sport. Boo! 

OVERALL:657o 

SPEEDY GONZALES 

Speedy and challenging. One of the best plat¬ 
form games on the Game Boy. Geev eet a 
look. 

OVERALL:827o 

SPIDER-MAN 

Spider-Man is a thoroughly enjoyable beat 
'em up which has some amazing graphics 
and plenty of variety. A must for wall- 
crawlers everywhere. 

OVERALL*57o 

SPIDERMAN 2 

Fiddly and disappointing platform beat 'em 
up. 

OVERALL*9% 

SPIDERMAN 3 

Terrible, terrible waste of money. 

OVERALL*0% 

SPY vs SPY 

Always good for a laugh with two players, but 
likely to lack the same appeal with one. 

Worth a look. 

OVERALL*2% 

STAR WARS 

The first of this epic saga, Star Wars on the 
Game Boy is every bit as good as the NES 
version. Enjoy the top class platform action as 
the plot of the film unfolds. 

OVERALU89% 

SUPER HUNCHBACK 

Jolly platform game starring everyone 
favourite deformed character. There are 
loads of secret screens and the action is chal¬ 
lenging enough to keep the fans happy 

OVERALL* 7 % 

SUPER KICK OFF 

SEAL OF QUALITY 

The greatest football game ever is now on 
the Game Boy and it's as good as could possi¬ 
bly be expected. Buy it. 

OVERALL: 93% 

SUPER MARIO LAND 

SEAL OF QUALITY 

Although this brilliant game doesn't take 
long to finish, there are loads of secret things 
to uncover and the gameplay's so good you 
just keep on going back to it! 

OVERALL:907o 

SUPER MARIO LAND II 

Effectively Super Mario World for the hand¬ 
held, this is a stunning game, which is only 
let down by being too easy. There's loads to 
see, even more to do, and still represents a 
worthwhile buy. 

OVERALL*77o 


SUPER RC PRO-JIM 

Those Rare guys are at it again - converting 
one of their fab NES carts to the Game Boy 
This time it's of the isometric-view radio con¬ 
trolled car racing game, and it's great. 

OVERALL:877, 

TASMANIA 

I'll say one thing for THQ, they're certainly 
consistent! Avoid this product. 

OVERALL:52% 

TEENAGE MUTANT 
NINJA TURTLES 
SEAL OF QUALITY 

A decent beat 'em up with plenty of action 
and some great graphics to drool over. Turtle 
fans are bound to go bonkers over this. 

OVERALL:907o 

TEENAGE MUTANT 
NINJA TURTLES II 

Harder than the original, with some sampled 
speech. Once again, Turtle fans will love this. 

OVERALL*S% 

TENNIS 

One of the best Tennis games available on 
any system, this is challenging, addictive, and 
lets you play virtually any shot. 

Recommended 

OVERALL:867o 

TERMINATOR 2 

SEAL OF QUALITY 

As film licenses go, this is one of the best 
Loads of action, great graphics and sound. A 
fab game. 

O VERALL:90% 

TETRIS 

SEAL OF QUALITY 

Free with the UK version of the Game Boy, 
this puzzle game is absolutely terrific and 
unbelievably addictive. Still one of the best 
Game Boy titles yet seen. 

OVERALL:957o 

TITUS THE FOX 

A platform game that stars a leather clad fox 
who is out to rescue his similarly fashion con¬ 
scious vixen may sound a bit dull and 
tedious. It is. 

OVERALL*5% 

TOP RANK TENNIS 

Best tennis title for the Game Boy. It's ace (ho 
ho). 

OVERALL*97o 

TRACK MEET 

Thoroughly enjoyable Track and Field-type 
sports simulation, which can get samey after 
a while. 

OVERALL*57o 

TRAX 

Snooze-inducing driving-type game which 
lacks the pace and excitement to get the 
adrenalin flowing. 

OVER ALL: S97» 

UNIVERSAL SOLDIER 

Virtually the same game as Turrican, but still 
a good old Game Boy blast. 

OVERALL: 79% 

WIZARDS AND WAR¬ 
RIORS 

Quite a jolly platform game, but unfortunate¬ 
ly games like this are ten-a-penny. 

OVERALL: 78% 

WWF SUPERSTARS 

Great graphics and loads of moves but the 
tournament is far too easy to win. If you hove 
a second player it's a great link-up game. 

OVERALL*57o 

YOSHI'S COOKIES 

NEW 

By using Mario to sell this new puzzle game, 
Nintendo obviously hoped we'd overlook the 
bland taste of Yoshi's Cookies. Good, but 
hardly outstanding. 

OVERALL*57o 

ZELDA - LINK'S AWAK¬ 
ENING 

SEAL OF QUALITY 

Phenomenal RPG at a giveawy price. Totally 
and completely essential. 

OVERALL: 94% 
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They're Outey! They're Nowey! They're this 
months new software releases! Yes, 
you've been salivating over them sinte 
you read the amazing NMS reviews, and 
now these 
finally been 
offitial release! 
Justintase 
your memory 
has slipped a bit 
and you tan't quite remember what we said 
in our Reviews, Out How brings you the low- 
down on the games on the shelves right this 
minute . Here they some*. 



m 




smn mg 


A t the time of going to 
press, final release date 
details were undecided. 
However, a little birdie - and 
a very attractive one at that - 
has tweeted oh-so-sweetly to 
us that you should be able to 
get your hands on Turbo by 
the time you read this! But of 
course, hey, you won't want to 
know about that. You won't 
care that the highlight of the 
Super NES games calen¬ 
dar is currently nestling 
its breast on a shelf in 
a shop in your town 
waiting for you 
just walk in 
and buy it. 
You won't 
care that 
we told 
first so you 
were able to beat 
your mates down 
to Software R Us 
and purchase a 
copy before 
they all sold 
out. 


to 


you 


Of course, if you haven't 
heard about 
Streetfighter 2 Turbo yet 
there's something seri¬ 
ously wrong with you - 
especially after our ay- 
may-zing SIXTEEN- 
PAGE Review a while 
back. Still, you may 
not have had the 


quality of the game drilled into you 
quite enough, so let us dwell on its 
finer points for a few moments. 
Think of the high quality graphics, 
rich in detail and colour, as well as 
the impressive animation. 
Remember the wonderful sound 
replicating all of the arcade 
machine's tunes and effects - 
including all the speech. Then 
finally allow yourself to 
linger on the almost perfect 
gameplay. The way the 
game is easy enough to 
pick up, but each charac¬ 
ter takes so much prac¬ 
tice and concentration to 
master. The number of 
different skill settings to 
even arcade veterans, the endgame 
screens which reward the player 
depending on the skill they dis¬ 
played whilst playing. What 
about all those special moves 
eh? And you can now play the 
bosses - those four macabre min¬ 
ions of evil. And then there's the 
Turbo speed mode, rectifying the 
slowness of the original 
Streetfighter 2 Super NES conver¬ 
sion and making the whole affair 
a good deal harder. Of course, if 
you already own the original 
Streetfighter 2, you might have 
to think twice before parting with 
all that lolly just for a couple of 
new moves and the ability to 
play the bosses, but if you've got 
the wonga this is certainly the 
essential official purchase of the 
month. Buy it now. 
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A Guile demonstrates his skill on the infamous brick-busting bonus screen. 
Just watch those suckers blow! 


A Blanka versus Blanka electric action! Can you stand the excitement? 
Nope, neither can we! 
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V Well, here we are in 
Wonderland and everything's 
rather, well, wonderful. Pretty 
colours, nice graphics, nice 
Plok, average game. 


BY:NINTENDO PRICE:£39.99 REVIEWEDJHIS ISSUE - 81% PLAYERS:! 

Y et another would-be platform superstar enters the fray. He 
is Plok, the victim of a horrific gardening accident whose 
dismembered limbs are now held in place by Velcro. Well, 
something like that. Anyway, your task is to guide Plok around 
several islands in search of his misplaced flag(?). However, 
there are loads of baddies between Plok and his purloined 
pendant, so Plok must first dispose of them - and here's the 
original bit - by chucking his arms and legs at them 
boomerang-style. 

Plok is by no means the most original game around, but to its 
credit, it's big, challenging, has great graphics and is quite a 
laugh too! Also, unlike certain other furry contemporaries, 

Plok is a pretty endearing chap - and to top it all he plays a 
mean mouth organ! Decidedly average, though, so check it out 
first. 



BYNINTENDO PRICE £39.99 REVIEWED :SEPTEMBER - 77% 

PLAYERS :1 -2 

The prospect of riding around on Yoshi's back, blasting 
seven shades out of the local wildlife is certainly an odd 
one, but that's exactly what you, and your mate if you've 
got one, do in Yoshi's Safari. And quite a diverting task it 
is too - for a short while at least. For, while the game is 
cute and colourful as you'd expect from a Mario game. It 
has great tunes, smart animation and loads of baddies 
buzzing around, but it is all ruined by the ridiculously 
easy level of the challenge that just doesn't get any hard¬ 
er. Then, after 12 short levels it's all over! Still, it's by far 
the most entertaining game available for the Superscope 
and it does give you a code upon completion for a slightly 
harder version. But, for me, the biggest laugh is shooting 
Yoshi in the back of his head. For young Super Scope fans 
only. 


IBST VIKIHBS 

BY:INTERPLAY PRICE:£39.99 REVIEWEDrFEBRUARY - 80% 
PLAYERS:2 

F ollow the exploits of those cheeky latin Americans, Los 
Vikings, as they jump, crawl, slash and float their way 
around the various platform environments of the space¬ 
ship in which they find themselves lost. You'd think after 
having had their game converted across several formats 
they might have found their way out by now, but obvious¬ 
ly these Norse numbskulls aren't exactly over-equipped 
in the orientation department. Still Lost Vikings is actually 
quite a good laugh, providing you can be bothered get¬ 
ting into it - it takes about ten levels for the action to pick 
up. Not exactly a classic, but still a worthwhile game. 



A "Ridiculous? Moi? At least I haven't got a beard.. 



BYrCAPCOM PRICE:£49.99 REVIEWED:OCTOBER - 81% 
PLAYERS:l-2 

A id Goofy and Max in their quest to rescue 
their chums, reformed criminals Pete and 
PJ, from the clutches of some nefarious 
pirates who, for reasons best known to them¬ 
selves, have kidnapped them and are hold¬ 
ing them ransom on a nearby Island. Sounds 
like the recipe for a great platform game. But 
no! Goof Troop 

is a pseudo RPG adopting a Zelda-esque 
viewpoint and consisting of Zelda-esque puz¬ 
zles. Alas it doesn't have Zelda-esque diffi¬ 
culty and suffers as a result. It is, however, a 
very polished product with some great touch¬ 
es. In short, another quality Capcom product 
but one that younger players will probably 
best enjoy. 


A Of all the pictures we could have chosen to caption, of the million 
and one screens to choose from, Tom chooses this. I ask you... 
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GAME BOY 


BATTlfTOADS 10 
DAEOADOK’S WOOID 

BYJRADEWEST PRICE :£24.99 PLAYER- ; 1 

T he Battletoads are back on the 'Boy and it's more of the 
same I'm afraid. Yes, guide your chosen Toad around, 
yawn, the various platform environments of Ragnarok's 
World, punching and kicking your adversaries in "amus¬ 
ing" cartoon styles. It goes without saying that the platform 
levels are interspersed with other level types such as, ho 
hum, a speeder bike section or, sigh, a mine shaft bit. Yes, 
it's more of the same all right and, as such, isn't that bad 
really, just samey and so-so. Give it a look if you haven't 
got the first one. 




vtuna a Uinta 

BY: NINTENDO PRICE: £39.99 PLAYERS: 1-4 

I must confess that I can't really see the 
appeal of this cart. Surely the thrill of gam¬ 
bling is winning or losing loads of real dosh, 
not a pile of imaginary, digitally encoded stuff. 
Maybe this is the cart that hardened gamblers 
go home to after a hard night down the casino 
so they can practice their techniques without 
financial risk. There again, perhaps not. At 
£39.99, this is a lot cheaper than a trip to 
Vegas but, personally. I'd save your money 
and buy a pack of cards instead. Or some 
friends. 


BY: SYSTEM3 PRICE:£TBA REVIEWED:OCTOBER87% PLAYERS:! 

P utty has to rank one of the better platformers around, 
giving a badly needed shot in the arm to the ailing 
platform format. The graphics are great and the anima¬ 
tion on the putty sprite itself is amazing. Initially the 
game is quite tough, but once you get the hang of control¬ 
ling your sloppy sprite the game soon becomes a joy and 
a challenge to play. The only reservation I have is that 
the challenge doesn't vary all that much and is a slight 
letdown as such. But, if you're looking for a short-term 
laugh and have the wedge to spare, give Putty a spin. 


A Super Putty. ‘Nuff said. 
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WAIT? WHAT'S THIS? 


Ooh! Ooh! Aah! Aah! Hold everything! Nobody 
move! Turtles Tournament Fighter and 
Flashback have just rolled into the office at the 
last minute and we've nowhere left to put 
them! What are we going to do? Quirk, tall 
STOP PRESS! Yes indeed, it's the slot we leave 
open until the very second we go to press, and 
here we proudly fill it with two of the hottest 
games around. So feast your eyes on the fol¬ 
lowing and thank NMS for all the good things 
you're about to behold... 


♦ 1 PLflyER GAME 

BATTLE 
AUTO BATTLE 
CONFIG 

©1993 KONAMI 
A L.L. RIGHTS RESERVED. 


E r, party on down dudes because those heroes in a half-shell are set to 
invade your Super NES soon! In true Stop Press tradition we've only just 
received the cart, so rather than sit around and wait a month to show it to you 

we've decided to indulge in a bit of last-minute 
malarkey and get it in here! As you can see, the 
game is looking a bit special. Effectively it's 
Streetfighter with turtles, and you can choose your 
favourite from all four of our amphibious anti- 
heroes. Each and every Turtle has a wide variety 
of moves and there are some seriously bad look¬ 
ing enemies to contend with. There's not too 
much of a storyline - it's just the boys out and 
about kicking butt - but you'll get the general 
idea from the pictures anyway. This is so Last 
Minute we haven't got time to give you any first 
impressions, but we'll be giving you the full 
update next month. First again, eh? How do we 
keep on doing it? 


▲ And here we are in the heat of battle! Raphael has stunned his opponent 
by opting for a one-player game! What an effortless victory! 
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▲ "Look, I'll show you again. You take your onion, like this, and make 
clean vertical cuts. Viola - onion rings! 































. FLASH 
• BACK 


NINTENDO STOP PRESS 


A Who am I? Where am I? How did I get here? Where the hell did I buy this cruddy jacket? 


A The eponymous Player Select screen. Check out those mystery shadows in 
the background - you'll be fighting them later on!! 


A Oi! You! Turtle! Look what you've just done to my bloody truck! 


A Shredder displays his faultless method of securing free drinks... 


H ot! Hot! Hot! Software 
superco Sony have 
weighed in with the Super 
NES conversion of one of the 
most popular home computer 
games in history - the rather 
excellent Flashback. You must 
have heard of the scenario by 
now, but if you haven't here's 
the gen: you wake up one 
day to find you've lost your 
memory and evil aliens which 
look human are taking over 
the world. Without much of a 
clue what's going on, you've 
got to put things straight 
before everything goes out of 
control and it's Goodnight 
Everything. Or something like 
that. The plot's not too impor¬ 
tant really, because it's 
gameplay that counts here 
and that's looking dead 
good. You can see for your¬ 
selves that graphics are top- 
notch, and take it from us 
that sound is equally grand. 
This being all last-minute and 
that, pant, pant, feast your 
eyes on this lot and prepare 
yourself for next month's Full 
Lowdown! 
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H i there! Yeah, it's me again, 

Mike. You might, like, 
remember me actually. I 
used to do the NMS problem 
page, but, like, the last guy who 
wrote in got really heavy on me 
and killed himself. Which was a 
bit funny, because his letter was 
actually delivered to me by mis¬ 
take. It was just a note to his 
mum as it happens. But, like, 
don't worry. I'm not, like, 
going to, like come on all 
gloomy on you or anything. In 
fact now I've got a whole new 
feature you fab kids can write 
to - it's called Nice Guy 
Mike's Groovy World of 
Aceness. Basically, I want you 
to send me pictures of, like, 
all weird kinds of stuff. Like, 
freak out and explore your 
imagination you know? And 
hey - if you haven't got a 
camera, don't worry about it - 
we're not going to hold it against you. Just, 
like, write us an interesting true story or 
amazing piece of trivia, y'know? So if you'd 
like to get your name and stuff into the next 
issue, you know, be part of the scene and 
everything, and share issue space with one of 
the greatest features ever seen in a magazine 
(which, incidentally, we've got lined up next 
month), along with a mag full of like, fab 


Reviews and stuff, send it into 
NICE GUY MIKE'S GROOVY WORLD OF 
ACENESS, NMS, PRIORY COURT, 30-32 
FARRINGDON LANE, LONDON, EC1R 3AU. 

Your stuff should get printed in the issue which 
is out on the 19th OF NOVEMBER, PRICED 
£2.25. And, like, ciao daddio. 
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CALL: 0839 654154 


^lY STUDIOS, INC. & 


WHEN THE STREET JUST AINT 
TOUGH ENOUGH... 

GO PLAY IN THE PARK 


IF IT'S NOT JURASSIC PARK ITS EXTINCT 


JURASSIC PARK 
GAMEPLAY HELPLINE 


ENTERTAINMENT SYSTEM 

CHEESED 


OCEAN SOFTWARE LIMITED • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER ■ M3 4LZ • TELEPHONE: 061 832 6633 • FAX: 061 834 0650 















13-20 YEAR OLDS 


Ct National Westminster Bank 

Were here to make life easier 







A free £10 HMV voucher 
plus £20 worth of money - off vouchers 


Be the envy of your friends. 

Open a NatWest Card Plus account 
and you won’t just get a handy plastic 
bankcard to flash around the High Street. 

You’ll also get a fistful of HMV 
vouchers to spend!" 

Which means you could soon be 
the proud owner of a dazzling variety 
of other plastic items - records, CDs, 
videos, computer games and loads of 
accessories. 

The account itself is worth boasting 
about, too. 

Everyone gets a Cashcard for starters, 
so they can pick up money when they 
need it from any NatWest Servicetill 24 
hours a day, 7 days a week. 

(We’ve arranged for you to use tills 
belonging to several other banks as 
well, making a total of 6,000 dis¬ 
pensers nationwide.) 

Meanwhile, your money is always 
making more money for you by earning 
interest every minute that you leave it 
in your account. 

We help you stay in credit, too - no 
overdrafts are allowed and there are no 
bank charges on cash withdrawals, 
cheques, standing orders or direct debits. 


Things get even better if you’re over 
16, because you can go on to apply for 
a cheque book and Servicecard. 

And, whatever age you are, you can 
always get help with any financial 
problem from our friendly staff. 

It all adds up to an excellent way to 
start banking. 

To apply, just fill in the coupon 
and take it, with some ID (like a passport 
or birth certificate), to your nearest 
NatWest Branch. 

Or call us Free on 0800 200 400 

(anytime from 8am to 8pm Monday to 
Friday, 9am to 6pm Saturday). 

Once you get chatting, you’ll find 
we’re anything but plastic. 


♦Offer applies while stocks last. The £20 worth of HMV 
vouchers expire on 18th September 1994. The £10 voucher 
has no expiry 
date. 


Call Free on 


0800 200 400 


| If you would like to open a NatWest Card Plus | 
■ account, take this coupon to your nearest NatWest . 
I Branch. Ref. No. 61069 

Surname_ 


First Name_ 
Address_ 


-Postcode- 


j Acc ounts must be opened by 18th March 1994. 


4 %, 


u National Westminster Bank 












